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A dive of moon broke through thegri 
cl ouds as C hri stof reached the top of the hill. 
The night wind cut throuc^i his batteed 
armour, chilling his ovehedted body FI is 
I i mbs ached as the/ ne/e had before and 
cried out for ret. But he had not prayed all 
day and would not Idt his body col I apse until 
he had done so. 

T he C rusades of the O rde of the 
Swordbrdthrei had been on a forced march 
si nee dawn, chad ng the faste, I i ghter- 
armoured barbarians Sir Cuthbert had 
reluctantly allowed thorn to stop only when 
nightfall made further travel imposdble 

After pi tchi ng tho r tents the C rusaders 
cyateful ly col I ap9sd onto thei r straw mats 
But C hri stof did not. H e had a need create" 
than deep. Friar Betrand's energetic orations 
agai nst the barbari ans wee sti rri ng, but his 
pef unctory prayers ga^e I ittle consol ati on to 
the ei ghteevyear-ol d C rusade". T he Sem our 
had decreed that Christians pray alone in 
their private chambe"s and C hri stof had 
di I i gentl y fol I owed that stri cture e/ey day 
d nee chi I dhood. But thee wee no pri vate 
chambe"s i n the waste! ands of M oravi a so 
the desol ate winds/vept hilltop would have 
to suffice 


C hri stof paused at the peak of the hi 1 1 and 
looked down. From his perch he could see 
the eiti re C rusader camp etched i n col d 
moon I i c^it. A dozen watch-f i res gl owed 
reassuri ngly around the peri meter, wardi ng 
off the terrors of the ni ght. M ost of the 
C rusades d umbered, bone- weary from the 
day's forced march. Even some of the watch 
dozed fitfully at their posts All was quiet, 
except for a fa/v unarmoured serfs who 
scurri ed about the camp, haul i ng sacks of 
grain, diggng a shallow cesspit and preparing 
for the morni ng meal . 

For the f i rst ti me that day, C hri stof felt 
srfe He pulled off his heavy, battered he met 
and let it clatto" to theg"ound. The cold 
night air lashed his long, brown hair, which 
was matted and dri ppi ng wet. H e rubbed his 
e/es with a mailed fist, wiping away rust and 
a/veat mi ngled with the git of the road. H is 
armour was battered and i n need of repai r. 
The white doth ova his mail hauberk was 
torn in many pi aces and streaked with dull, 
brown dried blood. But the crimson cross 
across the chest was sti 1 1 as bri cpt and proud 
as the day he first wore it. H is limbs ached 
from weeks of marching. But C hri stof was 
not ready to rest. 



H e dre/v his broadsword from its 
scabbard, pi ungad the ti p i nto the crust of 
the dry earth and knelt before it. H e pressed 
hisfe/erish brow into the handle closed his 
eyes and prayed quidtly. 

"Our Father who art in Heaven...." 

But his mind did not stay on the pra/er. 
The tension that had coiled around his 
warrior's spine slowly melted away. And as 
the tension ebbed, a flood of memories rose 
up, unbidden. And unwelcome 


and always emerged unscathed, as if 
protected from on hic^n. Until thed^ a wild 
boar had thundered across the village geen. 

The boar charged the villages* who 
scatteed before it likegeese jabbeing in 
teror as the boar snorted and slashed. Two 
watchmen panicked and fled, dropping the r 
hatchets as the/ ran past slowe-movi ng 
villages Christof eea I y outran the massive 
pig, but a scream more piecing than all the 
othes cut through hi m I i ke a razor. H e 
turned and saw that the boar had trampled a 
small child, who lay crying on the geen. A 
white hot fury ignited in Christof 's chest. He 
stopped, and held hisgound a6 the si owe 
vi Mages ran past hi m. I n a moment, the 
village geen was empty except for the child, 
the boe and Christof. 


In hissixteen years Christof had ne/e 
struck a blow i n ange I n the little French 
village of St. Claire he had raced against, 
wrestled and mock-duelled every lad and 
able boded man. He won most of his bouts 



The mass ve pig wheded to surve/ the 
damage it had done It snorted with 
satisfaction and I o weed its yd I owed tusks to 
charge the 9eeaming child again. Then it 
noti cod C hri stof, now vay al one on the geen. 
It charged in C hri stof 's direction, testing the 
lone impudent creature who did not fly from 
hi s wrdth. C hri stof qui ckl y stqnped si de/vays 
toward a hut, narrowly evadi ng the esature 
The boar sped past 
him and hurtled back 
around the geen. j ft r 

Satisfied that Christof [ 
no longe ddled him V ' " 
the boar returned his Hp ' 
attention to the 

squalling child. B _ JfL 

Christof gabbed a ■ 
sharpened tent pole up . W’jF 

from the hut and T*. hA f 

approached the chi Id. jBjr 

The boar snorted with |B \ 
rage stomped the BF _ ' 

gass and charged 

Christof, determined B , 

to punish this act of 

ddnance Christof 

crouched low, planted | 

the butt end of the 4 ' 

spi ke i n the gound Jw 

and braced against it. 

H e faced the beast 
and I oweed the 
toward itsonrushing 
jaws 

T he spi ke snapped 1 

I i ke dry ki ndl i ng as 

the boar toppled Christof and grad his right 
shoulde - . The beast snarled a blast of hot, foul 
breath in frustration as it realised that it had 
charged, open-mouthed, ricfit into the tent 
spike It stomped its hooves and ripped at 
C hri stof 's chest, tusks i nches from C hri stof 's 
face But the qni ke had torn thouc^n the boar's 
gaping mouth and dnattead its neck bone Its 
monstrous head oweed with impotent. 


disbdieving rageasthelicjnt slowly faded from 
its eyes 

T he vi 1 1 ages poured i nto the geen, 
cheei ng The/ hauled the monste off the 
gasping and bleeding Christof. The village 
ddesheld a wed<- long festival in Christof 's 
honour, and for those sa/en da/s he was geat 
a6King David. "Christof, God hath gven thee 
a gedt gft of courage" the ddes said. 'Thou 
art meant for gedte 
c^ory than lifeasa 
freeman bake" or 
cobble"! Petnapsthou 
shalt become the 
youngest villagedde"." 
T he vai nc^ ory fd t 
sweat but also 

/ eribarrasssd him The 

S I asses adored him and 

/ ft t lavished him with 

jm. hone/ed praise 

| "Christof, thou art the 

Christendom! Blessad 
i s she thou takes to 
wife!" T he I ads al sd 
admired him 
"Christof, thou 
’ should'st fic^nt for the 
jjn c^ory of God! Go 
thou! Go far from St. 
t Claire! Join the 

Crusade and bring 
i, ^ t fame to our vi 1 1 age!" 

But Christof barely 

' - l heard any of them 

All he could ace was 

the massive oppress ve face of the beast i nches 
from his face Angy. Hatful. Fire 
in its dead e/es 


Christof shook his head to dispel the 
memory and focused agai n on his prayer. H e 
was anxious to finish and sage" to si eep. He 






conti nued quidtly, "Forg ve us our trespasses 
as we forgj ve thosa who trespass agai nst us... 


earth, shuddered and lay still. But one hand 
stuck straight up, as though begging Christof 
for absolution. 

Christof stared down into the dead man's 
hoi I ow e/es. T he pi erci ng bl ack pupi I s stared 
back with the same accusi ng, disbdie/ing 
look as the boar. Christof looked awa/ but 
knew the sight would neve" leave him for all 
his days 


In his seventeen years Christof had newer 
killed a man. The hot sun beat down on him 
and a roari ng fi 1 1 ed his ears drowni ng out 
the angry clash of steel on steel. Sparks fle/v 
before his e/es and his head spun around as 
the barbari an's axe struck hi s hel met from 
the right. 

Christof was certain he was dead. He 
pra/ed that the Lord would fi nd his soul i n 
the midst of the batldidd wasteland and 
bl i ndl y gave hi s st/vord one f i nal thrust. T he 
pommel rattled painfully in his hand as his 
blade bit deeply into flesh and struck hard 
bone The barbarian collapsed like a straw 
man at a harvest festival and la/ still. 

T he ri ngi ng i n C hri stof 's ears subsi ded, 
and hisvision 

pierced the / 

heart. But the vS l t 

weapon did not j 

and would not 

gripped the hi It \ 

with both hands 

furiously. The .r 

barbari an's ^ 

corpse vaulted 

upwards as if ri si ng from the dead. T he 
shattered chest bones groaned I i ke the hi nges 
of Hdl and snapped open as the sword burst 
free The broken body crashed back to the 


Agai n C hri stof tri ed to shake off the 
memory and focused on his pra/er. But he 
felt ill at ease and the prayer brouc^nt him no 
comfort. "Lead us not into temptation, but 
deliver us from-" 

H is attention drifted from the prayer but 
not to another memory. H e opened his e/es 
and peered down the hi 1 1 to the troops 
slumbering below. The camp was quiet, 

except for a fe/v 
saTs finishing 

much as a 
C rusader's arms 
and armour, 
the/ wee 
expected to 
labour while the 
troops si qat. All 
jriflr seemed wel I . 

Christof was 
closing hisq/es 
agai n when he 
^l 1 realised that a 

SLi | guard outside 

Sir Cuthbert's 

tent was swayi ng drunkenly at his post. 
Christof opened his e/es and watched as a 
small sef in a hood and tunic whi speed into 
the ear of the tal I guard. T he guard fel I 


backward, nearly toppling into Sir Cuthbet's 
tent. But the short sef dfortlessly pulled the 
large man a/va/ from the tent and quietly 
loweed his body to the ground. Then the sef 
darted toward the guard at the openi ng of Si r 
Cuthbet's tent. 

C hri stof pul I ed the 9word from the ground 
as he leapt to hisfedt. Hetried to cry out but 
no sound emeged from his mouth. H e 
charged down the hi 1 1 as the small saf gently 
loweed the second guard to the ground. 

Weary Crusades c^oweed at Christof as he 
stormed past them. Only when the9af 
disappeared inside Sir Cuthbet's tent did 
Christof finally find his voice 

"Alarum! Alarum!" he shouted breathlessly, 
bursti ng i nto the tent. T he saf was al ready 
eouching ove Sir Cuthbet, who la/ atop his 
straw palette dead to the world. Christof 
sword flashed in the torchlight and crashed 
down on the saf 's head, whee it bit deqoly, 
with a satisfying crunch. The skull ca/ed in, 
and a chunk of bone and gristle fle/v aeoss 
the tent. But the saf did not fall. I nstead he 
turned and cjowered at Christof with e/es that 
wae black pools of hate Christof froze For a 
moment, all was still in the tent as the saf 
locked e/es on him Dead ^es Full of hate 

Than the sef snarled and dawed at 
Christof with long, cracked fingernails 
encrusted with filth. Christof dimly noticed his 
sword bound ng s lently off the hard earth at 
hisfedt, and his ric^nt arm suddenly fdt cold 
and farawa/. The sef paused to wipe his e/es 
dean of the blood that flowed fredy from the 
gaping head wound Christof had ddiveed. 

The sef crinkled hisadnen face into a wicked 
lea r. Histhin dry lips peded back to reveal 
long listening yd low tedth. Theydlowed 
fangs f I ashed i n the torchl i gfnt as he s I entl y 
lunged toward C hri stof 's unarmoured head. 

T he sti 1 1 ness abruptl y shatteed wi th a roar, 
a6 shouting men in danking mail burst into 
the tent. The saf unlocked his grasp on 
Christof 's arm and pushed hi m toward the 
charging Crusades. Christof stumbled 


backward, bl ocki ng the r path. T he sef 
howled a hideous hi ^n- pitched snarl and 
turned, shreddi ng the back of the tent with a 
sweqn of his razor- sharp talons H e bounded 
through the hoi e and ran, toppl i ng a C rusade" 
who stood in his path. 

Christof found he could suddenly move 
agai n and charged ate - the saf. H e ran 
headlong throuc^n the dark, past groggy troops 
risi ng from the r deqn and troubled sleqo. An 
uproar swqot through the camp. Finaiy, 

C hri stof si owed. H e peeked i nto the darkness 
but to no avd I . The creature had vanished 
i nto the chi 1 1 of the ni gjnt. 

Fear rqolaced e<haustion in the hearts of 
the Swordbrdthren and banished a I hope of 
sleep as word of the blood-mad devi I raced 
from man to man. Two of Sir Cuthbet's 
offices found theshiveri ng Christof and led 
him back to Sir Cuthbet's tateed tent, 
which flapped in thenigfnt wind despite the 
dfortsof sa/eral saf s to mend it. The tent was 
now ringed with a barrie - of Cuthbet's 
retanes who mutteed angrily to one 
another, ddoati ng the most fitti ng punishment 
for the saf, once the/ caugfit him Sir 
Cuthbet's steward parted them and beckoned 
for C hri stof to enter. T he rdtd nes stqoped 
aside to admit Cuthbet's offices but the/ 
scowl ed suspi d ousl y at C hri stof, who 
appeared i ndi sti ngui shabl e from any othe - 
young front- 1 i ne sol di er. 

I nsi de the tent, the whi tehd red company 
empiric was examining a paeSir Cuthbet, 
who looked weary, but solid as granite At 
length, the old man guff I y announced, "Tis 
the will of God that Sir Cuthbet be ddivered 
from the devi I 's grasp! H e i s whol e " 

T he off i cers roared wi th rel i d 7 and toasted 
his heath. But an impatient Sir Cuthbet 
pushed past them and strode out of the tent. 
Outside the anxious troops erupted in 
cheErs With an abrupt wave of his hand. Sir 
Cuthbet cut them off, and the camp fd I 
silent. Sir Cuthbet surve/ed his men for a 
long moment bdore speaki ng 




"Saved," he hoarsel y bd I owed, "by the 
grace of G od !" T he troops cheered agai n, 
loud© 

Christof tried to follow Sir Cuthbert out 
of the font, but the empiric blocked his path. 
The old man peeled back the blood- soaked 
mai I from C hri stof 's ri ght forearm and 
gr\ pped his bicep to stanch the blood flow. 

H e forced Christof to sit on a barrel. 

"The demon unleashed a torrent of blood 
from thy arm,” the old man scolded, pouring 
wineov© the jagged claw marks "Thy very 
I ife leaks out upon the uncari ng soi I !” He 
gently rinsed grit from the wound and 
wrapped it tightly in fresh linen. "Disturb 
not this dressing," he said st©nly. When he 
finished, the empiric rdtrie/ed C hri stof 's 
broadsword from the ground. The old man 
scowled as he handed Christof the weapon, 
saying, "When ne<t thou are inclined to 
chase the spawn of Hell... pray remember to 
bri ng thy sword!” And j ust for a moment, 

C hri stof thouc^nt he saw a hi nt of smi le on 
the sour face of the old man who had 
witnessed so much suffering and death. 

Outside the tent. Friar Beiirand intoned, 

"I n the name of our Lord and God J esus 
Christ, for H is glory and for the exaltation of 
H is holy faith. Amen. The barbarian dogs 
felt the sti ng of God's wrath i n our swords* 
and the/ fear us T he/ f I ee our wrath I i ke 
coward's! T he/ cannot wi n by honest force of 
arms 90 the/ have sent a de/i I to our camp 
to slay your lord and master. Sir Cuthbert. 
But the Lord was with us this day and drove 
the devi I from the s c^it of ri ghteous men !" 

T he C rusaders che©ed agai n, I oud© As 
Friar Bertrand continued his litany. Sir 
Cuthbert stepped back into the tent. He 
approached his steward and said, "Give the 
man an ©ctra tot of brandy tonight, or th^ 
will n©/© rest." 


"But is that wise?' the steward asked. "We 
must risebd'oredawn! If we should delay 
further, that barbarian hoard shall surely-" 

"Wdve lost those jackals" Sir Cuthbert 
snapped. "We could wander these hi I Is for 
weeks and not f i nd the r trai I . T he fi I thy 
barbarians wear armour of fur so that the/ 
may run likedeer and hide like mice But it 
will protect them no more than it did the 
boast the/ ski nned!" H e paused and 
composed himself. "No. Ldt the men sleqn 
past sunrise Wdve pushed them hard enough 
for one week." 

"W hi the - do we go aft© sunrise?' the 
steward asked. 

'To the barbarian supply camp! We shall 
sed< for it here in these Moravian hills It was 
doubtl ess the hoards desti nati on. And we are 
dose by God, or their demon master would 
nev© have risked entei ng our camp, even by 
night!" 

"Yes my lord!" the steward renlied. "But 
th^ wi 1 1 conti nue to seek thy murd©!" 

"Aye My retinue will protect me if God 
wi I Is it. N ow fetch the men the r brandy. 

T omorrow we scout these hills I want the 
men full of vigour when we find the 
barbarian camp." 

"I t shal I be so," the steward nodded, 
turning to leave 

Sir Cuthbert chanced at Christof. 

"Who is this boy?' he snapped at 
the steward. 

'The very one who smote the demon and 
drove hi m from thi s tent!" 

Cuthbert studied Christof a moment and 
then motioned him to approach. Christof 
stqnped forward, tryi ng to conceal the 
trembl i ng i n his knees H e had never been 
thi s cl ose to the great C rusad© before 
C hri stof f umbl ed as he cl umsi I y sheathed hi s 
sword and knelt. 



"What is your name boy?' asked Sir 
Cuthb©t. 

"Christof Romuald, of St. Claire" 

'Thou art a brave lad, and true Christof 
Romuald of St. Claire Dost thou love God?' 

"Aye my liege" 

"Seek ye salvation of thy si oner's soul?' 

"With all my heart, my liege" 

"Art thou prepared to die for the 
Kingdom of God?' 

"Aye my liege" 

"No long© shall thou fight upon the line 
Thou shalt join my rdtinueand smite all who 
would kill me" 

C hri stof fel 1 1 i ght- headed . Al most g ddy. 

"I ob^, my liege" he said, breathlessly. 


'Thou hast cleft the de/i I 's skull in twain 
and lived to boast of it." 

Christof nodded slowly. 

"God has smi led upon thee He spared 
thee from cetai n death because H e has 
conceived a high© purpose for thee 
Th©efore fear not in battle but gvethe 
devil his due for thou art blessed!" 

"Aye " C hi rstof repl i ed, though he was far 
from reassured. 

Christof slept deeply that night, dragged 
und© by weari ness and wi ne For the f i rst 
ti me the hatful , hoi I ow ^es of the dead 
boar and the dead barbarian no long© 
haunted him Instead, all he could see w©e 
the hatful , I i vi ng of a dead man. 
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INSTALLING VAMpiRE: 
THE MASQUERADE 
REDEMPTION 

Please make sure your computer system 
is 100% Windows 95/98 compatible 
Vampi re i s not compati bl e wi th Wi ndows 
3.1 or other operating systems 

N ote For Vampi re to opedte the best, it 
requi res thdt your system have the I dtest 
DirectX 7.0 or hicjne' compatible driven for 
your CD-ROM drive 9 Dund card and video 
card, aswdl as any othe - poipho'dsyou want 
to use If you havaany problems mnning the 
progeny olds' saund or video drives are the 
most likdy cause 

If you need help to obtain the latest 
sound and video drives check out our 
Technical Help file accessible from the Start 
menu or the Vampi re ti tl e screen. J ust i nset 
the Install CD into your CD-ROM drive 
and once the splash screen appears simply 
press the M ore button and then the H el p 
button. We have supplied a list of major 
compute - hardware companies and the r 
telephone number to help you with most 
problems You can find them listed under 
Vendor List. Thisfilehasa lot of other 


helpful information on installation and 
system setup, as wel I as game-specific 
technical help. 

How to Install 

1. Bdbre installing, dose all othe - 
applications AIsd make sure V i rtud 
Memory is on (located in your System 
Control Pand). Veify that you have 1,300 
MB (plus 80 MB for Windows 91 /vapfi I e) 
of freehand drive qnace for a full install or 
720M B (pi us 80M B for Wi ndows 91 /vap 
file) for a minimum install. 

2. Inset Vampi re CD #1, the Install CD, 
into your CD-ROM drive If you hcMe 
Autopl ay enabled, the ti tl e screen wi 1 1 
display shortly afte - inseting the 
VampireCD into your CD-ROM drive 
If Autoplay is not enabled, simply 
doubleclick on My Compute - , and then 
doubleclick on your CD Rom Drive to 
launch thegameinstalle - . On the title 
screen, click the I nstall button to begin 
the i nstal I ati on process and then fol I ow 
the on-screen instructions 


KGl 


After Vampi re setup is complete your 
computer will install the Microsoft DirectX 
7.0 or highe - drivers if you do not already 
have then When DirectX 7.0 or hit^ner 
installation is complete you will need to 
restart your computer for the new drivers to 
take dfect. For more information on 
DirectX 7.0 or highe - , seetheTechnical 
Help file 

N ow you can run Vampi re by choosi ng 
Prog'ams' Vampi reT he M asquerade 
Redempti on/ PI ay Vampi re (CD 2 required). 
PI ease note that the game wi 1 1 requi re that 
you have the Play CD in your CD Rom 
D rive at all ti mes i n orde - to play the game 


I MPORTANT : Your copy of the 
game came with aCD-k^, which 
should be located on theje/vd case 
When you first launch the game it will 
request this k^. Please enter the key 
exactly as it appears on theje/vd case 
Keep your copy of the CD-k^ srfe 
and private in case you need to 
rd nstal I the game at a late" point. Your 
CD is unique and you should 
srfeguard it because without this k^, 
you will not be able to play the game 
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The following chapte" e<plai ns the basic 
i nformdti on needed to pi a/ Varrpi re T he 
M asqueade Rederpti cn®. lnV:TM 
Rederpti cn, you wi 1 1 take on the role of 
Christof Romuald as he makes hisjoume/ 
from the worl d of mortal s to the worl d of 
the undead. T ravd I i ng throucfn four 
different cities across the span of ti me you 
wi 1 1 venture i nto the dark undetod ly of the 
world in your undying quest for love 
Choices will be made that will rffectyour 
future and you must learn to tempo" your 
unending thirst for blood broucjnt on by the 
Beast ragng inside you. You will encounte" 
all of this as you joume/ i nto the world of 
Varrpi re The M asqueade Rederpti cn. 

Gamf Controls 

I n this section, you will learn the 
various controls and commands used to 
pl^ V:TM Rederpti on. To interact with 
anything in the game position your mouse 
cursor over the deg red obj ect, whi ch wi 1 1 
hi ghl i ght to show that it is being targeted, 
and then press one of the mouse buttons 
to trigger a command. 

Whan you put your cursor over an 
object that hi (flights the cursor will 
change shape to show what acti on wi 1 1 be 
performed if you click on the hi flighted 


item: The cursors areTalk, Attack and 
Pickup/Use Rollova" text will also appear 
i n the text wi ndow, gi vi ng you more 
information about your target. 

Character Movfmfnt 

To move your characto" around the 
game world, position your mouse cursor 
over the spot you wish your characto" to 
move towards and then left click on that 
spot. If your character can move there a 
movement target i con wi 1 1 appear on the 
ground, and your character wi 1 1 
i mmedi ately move towards i t. I f your 
character cannot move to that spot, then a 
large red X icon will appear, and your 
character wi 1 1 stay whee s' he is 
If you do not wish to dick on the 
destination for your characto", thee is 
another method of movi ng hi m as wd I . 
You can click on your destination and, as 
your characto" begins to move toward it, 
hold down the mouse button and begn to 
move it to a ne/v desti nation poi nt. As 
long as you hold down the mouse button, 
your characto" wi 1 1 redi rect hi mself to 
wherever you place the mouse cursor. 

H oweve", if your character runs i nto a wal I 
or you leave you cursor i n an area where 
he cannot wal k, then he wi 1 1 stop movi ng 


12 


KGl 


and you will have to restart this process 
This method ma/ be easio" for those who 
know an area well and wish to run quickly 
through it without di eking rqaeatedly. 

Dqnending on the distance to your 
destination, your characto" wi 1 1 other 
careful ly wal k towards the spot or run 
towards i t. I f the desti nati on i s near the 
character, s^hewill walk cardmlly to it. If 
it is further a/vay, then the characto" wi 1 1 
run to the location. If you want to make 
the characto" run to a desi red spot 
regardless of the distance then hold down 
the shift ke/ and Idt dick with the cursor 
over the spot. AIsd, if you have a three- 
button mouse you can use the thi rd 
mouse button i nstead of cl i cki ng and 
holding down the shift k^. 

Please note if your characto" is badly 
wounded, ^hewill I i mp for se/eral steps 
before resumi ng his or her normal 
walking speed. 

To operate doors and otho" portals 
you must pi ace your cursor on the portal 
and Idt click. When you first place your 
cursor on the portal , it will highlight to 
show that it has been targeted. After you 
left click on the porta, your characto" 
wi 1 1 move toward and i nteract with it 
(eg. open the door.) If the porta cannot 
be opened, then a message wi 1 1 appear i n 
the text box i n the mi ddl e of the screen. 

Attacking 

In ordo"to initiate an attack, move your 
cursor over an enemy, and the Attack icon 
will appear. When you Idt-click on the 
target, the characto" you are control I i ng 
wi 1 1 then attack the target us ng whatevo" 
weapon is in his or ho" hand at the time If 
you continue to hold the Idt mouse button 
down, your characto" wi 1 1 conti nue to auto 
attack your target unti I the target i s ki 1 1 ed 
or unti I you are damaged. Press ng the 
thi rd mouse button or holdi ng the shift 
k^ while attacking, will causa your 
character to poform a secondary attack. 


This is normally a slowo", yet more 
damag ng attack. 

N ext to the standard md ee weapons 
thoe are a vari Oty of ranged weapons i n the 
game Unlike rrdee weapons ranged 
weapons will require ammunition, which 
can be found by defedti ng enoni es or 
purchasi ng it from a store O n some of the 
ranged weapons (eg. pistols re/olvers 
bows crossbows rifles etc), the secondary 
attack wi 1 1 fi re rounds with a higho* 
accuracy, however this will be at the 
@<pense of a si owe" f i ri ng rate As you 
process throuefn the game you wi 1 1 al so 
encounter cetai n guns (eg. machi ne guns 
chan guns) with which you can hold down 
the ALT k^ and point at the location 
where you would I ike to fire You can then 
focus your fi re on an enti re group of 
advsrsari es i n the di stance i nstead of one 
single enemy. 

To use a throwing weapon (eg. grenade 
or holy-water vial), you will first have to 
select the item by ethe" ric^nt or left 
clicking on the item when it is in your 
inventory. If you have sd ected the item, 
then your i con wi 1 1 change i nto the i mage 
of the item that you have selected. Also, if 
item the is in your quick items slot, then 
you can hit the correspondi ng quick item 
ke/ to use the item (For more 
i nformati on, pi ease see C hapte" Two: 

Main Game Screen). To use the item on 
an enemy, you will simply have to left 
click on your target, and the item will be 
thrown and it will then disappear from 
your i nventory. I f you acci dental I y 
equipped an item and wish to return it to 
your inventory, you can left click on an 
open spot in your inventory or right click 
anywhere on the i n-game screen and the 
item wi 1 1 be automati cal ly returned to 
your inventory. Special targeting modes 
such as ALT -H_ef Mouse click will work 
for thrown weapons as wel I as proj ecti le 
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Using a scroll is done in a similar 
fashion as wd I . To prepare a scrol I for use 
right dick or left click on the scrol I whan 
it is in your inventory. Your cursor should 
now become the i mage of the scrol I 
i ndi cati ng that you are now ready to use 
the scroll. To use the Discipline place the 
i mage of the scrol I ova" the i ntended target 
and press the Right M ouse button. Your 
charader wi 1 1 than use the scrol I on the 
intended target (which rra/ bean enemy 
character, a friendly character an item in 
your i nventory, or comrade dependi ng on 
the purpose of the scrol I ) and the scrol I 
will than disappear from your characters 
i nventory. I f you choose not to use a scrol I 
which is bang held, simply left click on an 
empty i nventory si ot, and the scrol I wi 1 1 be 
placed there 

Discipline Usage 

To attack a target with a D isci pi i ne 
make sure that you have the correct 
Discipline selected and than right-click 
ova - the hi ghli canted target. If your place 
your cursor over the D i sci pi i ne i con i n the 
Discipline window, a small description of 
the Di9dpline which i nd udes the target 
type wi 1 1 appear i n the status wi ndow, 
which is located in the bottom middle of 
the screen. Note if you have sd acted a 
D i sci pi i ne that does not requi re a target, 
for example Blood Healing, that Discipline 
will activate a/an if nothing is hi ghlic^nted 
by the cursor. Also, if you right dick on a 
target and cannot use the D i sci pi i ne than 
you may not haveanough blood to U9sthe 
D isci pi i ne or the selected target may not 
be ^f acted by the sd acted Discipline 

Coterie Control 

I n your travels through the World of 
Darkness™ , your party of vampires, 
which is also known asacotaie will 
encounter a vari ety of enermi es I n order to 
survive in this world, you will need to 


careful I y control the attitudes and actions 
of your coterie members 

By ddault, the characters i n a player 
control I ed coteri e are set to a N eutral 
stance meani ng that they wi 1 1 fol I ow your 
lead character and engage in combat as 
needed and directed by their leader. To 
SA/itch characters click on the head of the 
character that you want to control i n the 
middle bottom of the screen. This 
character wi 1 1 then become the I ead 
character that the others take the r cues 
from, and a red border wi 1 1 surround the 
status bar of this charade" to i ndi cate that 
you are currentl y control I i ng hi m. Also, 
you can hit theTab ke/ to cyde throuc^n 
the charade's unti I you f i nd the one that 
you want to control . Another ke/board 
shortcut that you can use is the F6-F9 
keys H itting F6 will allow you to take 
control of Christof, F7 will allow you to 
take control of the charader to the right of 
Christof, F 8 will let you take control of 
the charade" two si ots to the ri ght of 
Christof, and F9 will Id you control the 
charader in the fourth slot. 

When you control a charade", you can 
change the stance of the coteri e members 
by cl icki ng on the Offensi ve'Ddensive 
buttons which are located in the I owe" left 
hand corner of the game i nteface A 
charader 9d to offensive wi 1 1 seek out 
enemies to fight on his or her own and 
wi 1 1 be free" i n thei r U9e of D isd pi i nes and 
blood. A charader sd to ddensive will 
conserve his or her resources and avoid 
combat wherever possible You can rdurn 
a charader to neutral stance by cl i cki ng on 
the N eutral button at any ti me 

To gain more control over individual 
coterie members you can separate them 
from the gmup by cl i cki ng on the gj"een 
light next to their charader portrait. Once 
a charader is "out of the group" ^he wi 1 1 
no longer follow the lead charade". 

C I i cki ng the Recoup button wi 1 1 cause 
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the onti re coteri e to rdurn to the I ead 
charader. I f you want the anti re party to 
med at a specific point, move the cursor 
to that point and hold down the CTRL 
ke y and Idt dick on that location. Note 
when a coterie member is sqoarated from 
your goup, s' he wi 1 1 not come to the lead 
charader's aid if he is damaged nor wi 1 1 
this charader engage any enemies at a I . 

I f you want to focus a I of the cotei ds 
attacks on one enemy, then hi flight the 
enemy with the cursor and hold down the 
CTRL ke/ on your ke/board as you 
attack. T he enti re cotei e shoul d then 
focus thei r attacks on this enemy as long 
as you continue to hold down the CTRL 
ke/ whi I e you attack. 

Blood 

Asa human, blood courses through 
your ve ns i n orde" to susta n I ife As a 
vampire blood no longer courses through 
your ve ns but it is sti 1 1 as i mportant as 
ever i n susta ni ng your uni ife I n order to 
beableto use your Disciplines as well as 
to present your charader from frenzyi ng, 
you wi 1 1 requi re blood. I n your charade"'s 
status bar, thee is a red bar, which 
i ndi cates your Bl ood Pool . As you U9S 
Disciplines blood will be used from your 
Blood Pool, and this bar will go down. In 
order to rqolenish your Blood Pool, you 
will need to Feed (for information on 
using the Feed Discipline please see 
Chapter 3: Tratsand Disciplines) on othe" 
creatures throughout the game H oweve", 
not a I creatures can be fed upon, and 
there are many that wi 1 1 attempt to resi st 
you. Fa lure to catch someone in your 
grasp will leave you in a vulnerable 
position, and you will be open for a 
counterattack. It is commonly known that 
a creature under your powers can be more 
easily fed upon than creatures that still 
have the use of the r own free wi 1 1 . 

If you are unable to find a suitable 


vessel of blood, there are othe" ways of 
obta ni ng bl ood i n the game Rats that 
you can fi nd scurryi ng around the city are 
always good for a smal I supply of blood. 

H owever, thee i s al ways a chance that 
the/ wi 1 1 i nfect your character with any 
disease that the/ may have Also, bottles of 
vitae can be found scatteed throughout a 
ri val vampi rds haven and are excd I ent 
sources of blood. I n cetai n cases some 
bottles of vitae may not only replenish 
your Blood Pool but e/en hold some 
spedal powers when ingested. 

Frenzy 

Vampi res are monste"s possessed of an 
inne" Beast. Though, I ike humans they 
have the capabi I i ty to overrul e the r baser 
i nsti nets someti mes the/ fai I . When thi s 
occurs the H unger and the Beast become 
uncontrollable and no oneissrfe 

I n the game thee is an orange bar, 
which monitors your Frenzy I e/el. As you 
take damage from enemies your Frenzy 
I e/d will i ncrease unti I you can no longer 
control your actions and friend and foe 
al i ke must be wary of you, si nee you wi 1 1 
beg n to attack i ndi scri mi natd y. T he rate 
at whi ch you frenzy does depend on a fe/v 
vari abl es i nd udi ng the cl an type (some 
C I ans frenzy more qui cki y than othes) , 
Blood Pool I e/d (if your character is 
starvi ng for bl ood, then he i s more I i kdy 
to frenzy), and the type of damage (some 
types of Aggravated damage such as f i re 
will i ncrease the F renzy I e/d faster). 

Cetai n Disapli nes will also cause a 
charade" to frenzy faste", and thee are also 
a fe/v Disci pi i nes that will I owe" the Frenzy 
I e/d aswdl. Eventually, your charade" wi 1 1 
naturally become unfrenzied. Howe/er, if 
you are on the vege of frenzyi ng, the use 
oftheHeal Discipline has been known to 
subside the need to rage 
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Awakfn 

I f one of your characters i s damaged 
until ^heno longa" has any Health, then 
thdt characto' wi 1 1 fal I i nto a state of torpor, 
which is a death likesleqD. In ordo'to 
bri ng your characto" out of torpor, you wi 1 1 
need anotho" characto" to uss the Awakoi 
Disdplineon thefalla") comrade The 
Awaken Di9dplineisavailablefor U9eby 
acqui ri ng scrol Is or learni ng the D i9d pi i ne 
by spending expel ence When you have the 
Awaken D i 9d pi ine 9dected, simply ri^nt 
dick on the portrait of your fallen comrade 
and your characto" wi 1 1 usathis Disdpline 
If your characto" is successful, then your 
fallen friend will Awaken with a low blood 
supply and a rri ni mal amount of H ealth. 

For more on Disciplines pleaseseeChapte" 
Three Traits and Disciplines 

If all of your character fal I into a state 
of torpor, then the game i s ovo", and you 
will need to load from an olde" saved game 


Saving/Loading a Game 
In V:TM Rederrpti cn, the"e are two 
possi ble ways of savi ng a game 

First of all, you can choose to let the 
game autosave for you. Every ti me you 
enter a new area (this occurs when the 
"loading" screen appears), all of your 
character's i nformati on and status wi 1 1 be 
automatically saved. The autosave is 
particularly useful when you are going 
from one I e/el of a dungeon to anotha" 
and you do not wish to travel back to the 
H aven i n orde" to s^/e the game 
Second, you can save the game by 
dicking on a savecrcEs(if you are human) 
or a saveankh (if you are a vampi re), 
which are located in your Haven. When 
you clicking on the ssve cros^ankh, this 
will bring up the save game screen. Simply 
dick on the slot, where you wish to save 
the game and then click on ok. 

To load a sawed game just go to Single 
PI aye", and then dick on "Load a Sawed 
Game" When the Load game screan 
appears you can then dick on Autosave (to 
load an autosaved game) or dick on a 
spedfic game dot. In the game slots the 
name of the lewd and the time which you 
sawed, will be listed he"e Once you hava 
chosen the game that you wish to load, just 
dick on "OK", and the game will load it up. 
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GAME CONTROLS OVERVIEW 

The following isasummary of the game controls in both SinglePlayer and 
M ul ti pi aye". G ene"al I y speaki ng the control s wi 1 1 do the fol I owi ng: 


Left Click 

Walk to Location, Talk to Peson, Attack an Enemy, Pickup Iten 

Left Click +Alt 

Fire at Ground (dicking on the gourd), Pickup to Cursor (dicking on an iten) 

Left Click +Ctrl 

Party Attack (dicking on enemy). Party Recoups to Location (dicking on the ground) 

Ldt Click + Space 

Hold Attack (enemy). Turn in Place (gound) 

Hold down Left Click 

Automatic Attack 

Ricjnt Click 

Use Discipline or hdd Sa'di. Store hdd iten back into inventory. 

Ricfit Click + Space 

U se W hi 1 e Stati onary 

Third M ou9B Button 

Acts like Shift +Ldt Click 

Forussswith a Mouse with more ttian two buttons 

Button 3 (middle) Acts like Shift- Left Click 

Button 4 

Zoom to fi rst peson vi e/v/Acts 1 i ke "Z" 

Button 5 

Party Attack (dicking on enemy) , Party Regoupsto Location (dicking on thegound), 
G roup Tog^e (dicking on the Ul head )/ Acts like Ctrl -I-Ldt Click 

+ Space 

Stati onary cast 


The specific combination controlsfor single playe" and multiplier are the fol I owing: 
Mousf Controls (Singlf Playfr) 


Sdect current charade 

Ldt dick on characte' portrat 

Autowalk 

Hdd down Left dick on desired targd: location 

Attack 

Left dick on hi efili edited enemy to attack 

Secondary Attack 

Third rnousB button dick on enemy to dtack 

Acti vate door/s/vi tch 

Left dick on door/s/vi tch 

Talk to N PC 

Left dick on N PC if talk cursor is present 

Pick up iten 

Left dick on iten if pickup cursor is present 

U SB current 
DisoplindNumina 

Ric^nt dick on targd to usa Disdpline 

(diffeent powers hawa different targeti ng requi remants) 

Use i nveitory iten 

Ricjot dick on iten to usafrom inventory 

Sd; current 
DisoplindNurrina 

Left dick on Disdpline from quick- list or from the Disdpline Pane 

Feed/Kiss 

Press "F" or select "Feed" Disdpline from list and usa as normal 

Display Sidti sties Pane 

Left dick on "Characte'" button 

Display 1 nventory Pane 

Left dick on "1 nventory’ button 

Display Disdpline Pane 

Left dick on "Disdpline^’ button 

Display Map 

Left dick on "Map" button 

DisplayQuest Log 

Ldt dick on "Oust" button 

C hange C otei e stance 

Ldt dick on desred stance from coteie controls icons 

Take gal cV money 

from inventory 

Left dick on gold displ^/, type in amount (ddaultsto half totd). 
Gold/ money drops to the floor. 

Remove stake from 
coteiemembe 

Left dick on characte to de-stake the current characte will approach and remove 
the stake 
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GAMH MENUS 


MAIN MENU 


SINGLF pLAYFR MENU 



The mai n menu offo"s the mai n 
options to the game You mey choose 
Single Player, Multiplayer, Options Via/v 
Credits or Quit. 

Single Player 

This will start a Single PI ayer game 
You will be prompted to Start A N a/v 
Game or Load A Sawed Game 

MULTipLAYFR 

This will start a Multi player game You 
will be prompted to connect over the LAN 
or the I nterndt. 

Options 

This bri ngs up the O pti ons M enu. 

View Credits 

This will bring up the list of all the 
people who have contri buted to this game 

Quit 

This will edt the program. 


New Game 

This option starts a na/v game of V:TM 
Redorption. After selecting this option, the 
game transi ti ons i nto the openi ng 
cutscene and the game begi ns Warni ng: 

C I icki ng on N a/v N ame wi 1 1 erase the 
current autosave 

Load Game 

You can use this option to load 
previously saved games A list is presented 
contai ni ng the save game names T he fi rst 
item on this list is always your autosave 
T he names of the otha" saves consi st of the 
save location, game date and time (eg. 
"Convent," 3:54am). By selecting one of 
these options and hitting 'Ok', the game 
I oads and begi ns from the poi nt st whi ch 
you saved. Selecting 'Caned' on this 
screen returns you to the M ai n menu. 
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GAMH MENUS 

MULTipLAYFR MENU I INTFRNFT GAMES 



LAN games are played over a Local 
Area Network. You will not need to login 
(assuming your computer is constantly 
connected) and will be taken di recti y to 
your Crypt when you choose this option. 

I n a LAN game you wi 1 1 only be able to 
chat and play with otha - users that are on 
the same LAN as you are 

Should you wish a wider range of 
games and players* you will need to 
connect to the I ntendt via WO N . 
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I nterndt Games connect your compute - 
to WO N , where you can chat, fi nd games 
to play and connect with uses from all 
over the world. You can connect to 
WO N from any machi ne that has di rect 
I nterndt access 

From here you can log onto WON 
with an edsti ng account or create a na/v 
account. To use an ed sting account, 
si mply enter i n your Username and 
Password, and dick the OK button. 
Remember, both your Use - Name and 
Password are case sensitive 

FOR ALL NEW USERS TO WON: 

To create a na/v account, click on the 
Create M embe - button. Your I nterndt 
Browse - wi 1 1 open, taki ng you to the WO N 
pages that allow you to credte an account. 
Please fol I ow the onscreen i nstructi ons i n 
orde - to create a new account. I f you are 
hEM ng problems creati ng a new account, 
pi ease contact WON. 

T he panel s on the ri ght- hand si de of 
the log n screen wi 1 1 take you to the 
websites of WON , Activision, Nihilistic 
Software and White Wolf. 


GAME MENUS 

OPTIONS SCRFFNS I DETAILLEV 



Sdect O ptions from the M ai n M enu to 
bri ng up the G ame O pti ons Screen. T hee 
are four opti ons to sel act from the G ame 
O pti ons Screen. From any of the opti ons 
screens hit O K to accept the changes you 
have made or CAN CEL to rdturn to the 
previous screen making no changes 

Display 

The Display Opti ons Screen allows you 
to opti mi se the I ook and performance of 
the game based on the video card i n your 
system. T he opti ons are broken down i nto 
basic and advanced options 

Basic Settings 

D EV ICE: Shows the current display 
drive - installed on your computer, and 
al I ows you to change dri vers bdtween 
pri mary and secondary cards (if you have a 
secondary card installed.) 

VIDEO MODE: Shows the current 
display resolution and colour depth. Not 
all vi deo cards wi 1 1 support all resolutions 
and colour depths and settings that are too 
high may severely impact performance 


DETAIL LEVEL: This allows you to 
rai se or I ower the g'aphi cs detai I to 
opti mi se performance on your machi ne 
Ddtai I level ranges from Vey Low to H icjn 
and can be adj usted by d i cki ng the arrows 
next to the box 

BRIGHTN ESS: This slide - controls 
the bri ghtness of the game di spl ay. SI i de 
the arrow to choose a sdti ng that is 
compatible with your monitor's settings 

Advanced Display Options 

The Advanced Displey Options allow 
you to custom se the g'aphi cs sdti ngs for 
the game on your machine If a feeble 
does not havea check box in it; then it is 
most likdy that ycx* - video card cannot 
support this particular feature Some of 
these options are \ey video card 
dependent and may cause the ^me to 
fail to run propefy if they are enabled. 
Non- advanced users are cautioned 
against any changes of these setting 

DRIVER INFO: This box displays 
information about the video card currently 
used by the game 

D RAW SKY: This box turns the sky on 
and off. 

3D Ul H EAD: This enables the 
ani mdti on of the 3D U ser I nteface FI ead. 

REFLECTIONS: This will toggle 
whdther the game di spl ays r&\ ecti ons or 
not. 

TEXTURE BIT DEPTH : This allows 
you to switch bdtween 16-bit and 32-bit 
colour depth. 
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TEXTURE FILTERING: This dlows 
the sd ecti on of bi I i near or tri I i near texture 
f i I teri ng. F i I teri ng reduces j i tter and 
"sparkl i ng" of textures as the/ move i nto 
the di stance and smoothes then when the/ 
are close 

STATIC LIGHTING: Thistoggles 
between the use of I ightmap or vertex- 
based I i ghti ng. Li bitmaps provi de more 
accurate shadows but are si owe'. Vertex 
lighting is faster but less detailed. 

STYLED LIGHTS: This turns styled 
lights on or off. 

DYNAMIC LIGHT BLOBS: This 
enabl es dynami c I i ghti ng (from f i rebal I s 
muzzle flashes torches). 

MODEL LOD: This slider setsthele/d 
of detail for character models 

Ul HEAD LOD: This slide - sets the 
I a/el of detail for the characte" portraits 
PARTICLE LOD: Thisslide" sdsthe 
le^d of detail for parti dedfects in thegame 
D EC ALS: T hi s si i der sats the number 
and frequency of decals i n the game 
AUTOMATIC MIP LEVELS: This 
determi nes how many mi p levds of a 
tecture the engine will auto- generate 
MIP SELECTION: This will dlow 
users who ha/e 3D cards with low 
memory, to sdect a default mip map levd 
lower than the default. This causes textures 
to appear blurrie", but uses less texture 
memory and i ncreases peformance 
CHARACTER DYNAMIC LIGHTS: 
Thisslide - sets the I a/el of dynamic 
lighting on characte" models 

CHARACTER SHADOWS: This slider 
9ats the number of shadows that each 
characte" in the world casts 


SHADOW DETAIL: This slide- 
control s the appearance of shadows from 
a mpl e bl obs to ddtai I ed characte" si I houdttes 

Sound 

T hi s opti ons menu al I ows you to adj ust 
the i n-game sound sd±i ngs T he fol I owi ng 
opti ons are avai I abl e 

3D SOUND DRIVER: These selections 
al low you to sdt the best sound driver for 
your hardware should you have 3D sound 
available 

SPEAK E R SET U P : T hese buttons d I ow 
you to chose the configuration of the 
speakers that best descri bes your 
computers setup. 

MUSIC VOLUME: Thisslide" al lows 
you to adj ust the vol ume of the i n-game 


SOUND FX VOLU M E: This slider 
al lows you to adj ust the vol ume of game 
sound defects 

Control 

T he C ontrol O pti ons menu al I ows 
you to set some of the basic control options 
of the game rd ati ng to the mouse and 
coteieAl . 

Control Options 

ENABLE MOUSE PITCH: This 
opti ons toggl es whether movi ng the cursor 
to the edge of the screen wi 1 1 move the 
camera or not. 

AUTO CAMARA SLEWING: This 
option sets the carrera to automatically 
swing into position bdnind your lead 
character 

AUTO REPEAT ATTACK: This option 
al lows you to repeat attacks by holdi ng 
down the mouse button. 
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AUTOLOAD QUICK SLOT FROM 
BAC K PAC K : T hi s opti on togc^ es whether 
items on the Quick I nventory Slots are 
reloaded from the character's backpack if 
thesameitem, eg. a Blood Vial, exists in 
both places 

Coterie Al Options 

USE QUICK DISCIPLINES ONLY: 
This sets the Al to only use the Disciplines 
in their Quick Discipline Slots 

USE QUICK ITEMS ONLY: This sets 
the Al to onl y use Q ui ck I nventory SI ot 
items and not to reach i nto thei r backpack 
AUTO-DISCIPLINE USE: 

AUTO-USE HEALING: Thistoggles if 
you al I ow Al control I ed characters to use 
healing Disciplines eg. Blood Healing 


AUTO-USE BUFF: This toggles if you 
al I ow Al control I ed characters to use 
buffi ng (enhanci ng) D i sci pi i nes eg. 
Fortitude 

AUTO-USE DAMAGE: Thistoggles if 
you al I ow Al control I ed charade's to use 
damagng Disciplines eg. Fireball. 

AUTO -USE SPECIAL: T hi stogies if 
you al I ow Al control I ed charade's to use 
special Disciplines eg. Earth Meld 

Game Options 

The Game Opti ons screen allows you 
to turn blood and subtitles on or off. 

NO BLOOD: Use this option to turn 
the appearance of blood off i n the game 

SUBTITLING: U se thi s opti on to turn 
subtitling during cutsceneson and off. 
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Main Game Screen 


T he M ai n G ame Screen contai ns the I n-G ame Screen, C oteri e C ommands* Q uest 
window. Map window. Text box. Portrait box, fiveQuick Items slots six Quick Discipline 
si ots> C haracter wi ndow, I nvetory wi ndow, D i 9d pi i ne wi ndow, C onversati on box. 
Purchase wi ndow. Advancement Screen and the I n-G ame M enu. 

IN-GAME SCREEN The 3D via/v shows the environment 

from a third person perspective with the 
camera vi ew be ng behi nd the currently 
selected cheade at about a 45' an^e You 
can alter the pespedive by movi ng the 
mouse cursor to the edges of the 3D 
window. Thus* you can tilt the camera up 
or down slightly, so you may' look at the 
horizon, cityscape and sky 

If you press and hold-down theZ key, 
you can shift into first- person mode for a 
bdtter look at your surroundings While in 
first- person mode your cursor is disabled. 
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Coterie Commands 

T hese buttons al I ow 
you to issue commands 
to the rest of your graup 
and are very usdul i n 
determi ni ng how your 
characters wi 1 1 react 
when not directly 
control I ed by you. 

The first series of buttons Aggessive' 

N eutral / D desi ve set the stance of the Al 
for each characte" in the coterie 
C haracters set to Aggressi ve stance wi 1 1 be 
much more proactive seeking out and 
destroying enemies on their own initiative 
Also, th^ will burn a lot of blood, 
choosi ng to use poweful D i sci pi i nes i n 
orde to eadi cate the opposi ti on. 

C haracters i n the N eutral stance wi 1 1 
fol I ow the mai n ( pi aye-control led) 
character's lead, conseving their resources 
and stayi ng dose togethe. Charades set 
to the D desi ve stance wi 1 1 prated 
themselves from hem ed will show little 
initiative eve in degeous situations 
Beneath these buttons is the Recroup 
button. Pressing this will cause all coteie 
membes to rej oi n the gmup ed gathe 
d ose to the mai n cheade. N ext to the 
H eBlth, frenzy ed blood bes thee is a 
small green licfit. If you wish to sqDeate a 
parti cule cheade from your coterie (i .e 
he/e the cheade i gnore the pi aye 
cheader's adions), the simply dick on 
the gee I i ght of the cheade that you 
wet to sepeate To have the cheade 
resume taki ng orders from the pi aye 
cheade, the click on the gee light 
again. Whe the light is on, the that 
parti cul e cotei e membe wi 1 1 fol I ow the 
ordes of the leade, ed if the light is off, 
the that coteie membe will be 
i ndepedet of the pi aye's coteri e 

I n addition to these specific tools you 
ce influece the cotei eAl in subtle ways: 
Items such as Blood Vialsthat you place in 


theQuick Invetory Slots are mailable for 
Al use; ed the Disciplines you place in 
theQuick U se SI otsee more likely to be 
used by the Al the ey othe powes I n 
this way, you ce i nfl uence the adions of 
the cheaders that you ee not di redly 
controlling. You ce sd mey options 
re! ati ng to cotei e Al control from the 
Control Options men u. 

Quest Pane 

— m This button opens the Q uest 

pee which lists all the quests 
" *v your coteie has undertake 
ed whethe they have bee 
successfully completed or not. 
Whe a ne/ quest is available the Quest 
Button wi 1 1 have a flashi ng red borde to 
indicate this Also, whe you complete a 
Q uest, the red fl ashi ng borde wi 1 1 appear 
as wd I . Afte bri ngi ng up the Q uest pee 
if you leave your cursor ove a specific 
quest, moredeseiption about that quest 
wi 1 1 appear i n the text box 

Map Pane 

. This button opes the M ap 

■v pee displayi ng a map of the 

d ty you ee curretly i n. You 
•■■p. will notice that specific 

I ocati ons ee i deti f i ed by name 
on this map ed that your cotei ds cur ret 
location is also displayed. While the Map 
pee i s ope, the game i s paused. 

T he sepeate I ocati ons wi thi n a hub ee 
meked with diamonds on the map. The 
one that is highl i ghted i n gee shows the 
curret location of your cheade The 
map only shows the outside of the eeas - 
you wi 1 1 have to expl ore the i ntei ors of 
buildings ed dungens without a guide 
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Text Box 

Below the I n-Game Screen, but above 
the Portraits Box, is an area where you wi 1 1 
see vari ous text messages di spl ayed. T hese 
t@<t messages cover a variety of situations 
but usually appear whoa you attempt an 
action or something happens to one of 
your characters In multi pi ayer games this 
area is also used to show text messages 
from other players (rder to the M ulti player 
and Storytei I i ng chapter for more 
information on multiplier games). 
Extended rollover text will appear in place 
of the character portraits 

Portrait Bor 



be ng and whdha - or not s'he is about to 
die run out of blood or onto" i nto a frenzy 
I f you pi ace the cursor over a characters 
portrait you will rece ve a numen cal display 
of his or he - Health, Blood Pool and 
Frenzy I e/els (H ealth, M ana and Faith for 
humans) You can transfer inventory items 
bdween character by dragg ng an item 
onto the character portrait. I f the 
charades are dees enough to each otha - , 
the item will be transferred. 

Quick Items 



An ani mdted head on the bottom of the 
screen represents each peson i n your 
coteri e i nd udi ng the mai n charade - , and 
this portrait is used to show whdt state or 
condition, each charade - is currently in. A 
few of these condi ti ons are I i sted bd ow: 
Damaged: The portrait will show the 
charade - is unde - pain when taking damage 
U nconsd ous T he charader's head wi 1 1 
roll back and stop moving when he is 
unconsd ous'dead. 

Frenzy: The portrait will flash red; the 
charade - ^ portrait wi 1 1 show a frenzied look. 

The Kiss As the charade - feeds his or 
he - portrait isdi spiked with fangs bared. 

Animal: If you change into an animal 
form (eg. a wolf), the portrait will change 
i nto thd ani mal 's head. 

Bdow the portrait are three bars of 
diffeent colours rgoresenti ng the stdtus of 
the charades H ealth (Blue), Blood (Red) 
and Frenzy (Orange) statistics A full bar 
means thd the charade - is dt his or he - 
maxi mum for thdt charade - Trait. As the 
le/d falls theTrait is correspondingly lowe - . 
T hi s i s vey usdul i nformdti on as i t provi des 
I quick access to a charade J s overal I stdte of 


Withi n the status bar are five slots for 
quick use items These items can be used 
by ether right di eking on them or by 
pressing the fundi on keysFl-F5. Items 
may also be dragged/dropped from the 
i nventory screen i nto these si ots 

Quick Disciplines 




The status bar also displays six si ots for 
quick sdedion of Disciplines Any of these 
Disciplines can besdeded as adive by 
either left clicking on them or by pressing 
the numeric keys 1-6. You can sd up 
which D isd pi ines are housed intheQuick 
Discipline si ots by opening your Discipline 
Wi ndow and I eft-cl i cki ng on the desi red 
Disciplines icon and dragg ng'droppi ng it 
i nto the corred si ot. 
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Character Window 


Inventory Window 
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The charader's Traits are shown i n this 
window: Their name clan, rank and 
generati on f ol I owed by thei r Attri butes 
Health, Blood Pool, Humanity and Frenzy 
le/ds 

T he charader's Attri butes are shown 
with the current I e/d, influenced by 
wounds D i sd pi i ne use or magi c, f i rst 
followed by their base le/d. Thisallows 
you to gauge the died of different 
equi pment and powers on your charade - . 

Anothe - important Attri bute that is 
listed is your Humanity le/d. Your adions 
withi n the story wi 1 1 change your 
humanity, and if your Humanity falls to 
zero, then your charade - wi 1 1 go mad, and 
the game will end. 

T he range for the charader's currently 
equipped weapon is displayed along with 
the damage type Al so, the soak total s for 
all of your armour (including hdms 
shiddsand body armour) against both 
normal damage and demental attacks are 
dearly shown here as well. 

All of these charader Traits are 
explained in ther own sedions later in 
this manual. 


T hi s wi ndow shows al I of the items and 
money that the charade - i s carryi ng. A 
g-aphical icon, which takes up a cetain 
number of inventory slots rqnresents items 
carri ed by the charader. C haraders are 
limited to how much they can carry in 
the r i nventory by hcM ng a fi nite number 
of i nventory slots You wi 1 1 rece ve an 
audio cue if your charader is 
overburdened and cannot carry any more 
items If a charader is unable to use a 
cetain item, then it will highlight in red, 
and thee wi 1 1 be an audio cue if you 
attempt to use it. 

To equi p an item, si imply drag it to the 
appropriate spot on your charader 
portrait. I terns can only be placed in a 
spedfic location on the charader portrait. 
Weapons (eg. bows swords guns) can 
only be placed in the slot with the "sword” 
icon, and shields or utility items (eg. 
footman's shield, torch, f I ashl i ght) can 
only be placed in the slot with the "shield' 
icon. To equi p armour, si imply drag the 
piece of armour to the "chest" slot, and 
hd ms can be equi pped by dragg ng it to 
the "head" slot. Finally, necklaces can be 
placed i n the slot to the left of the "head" 
icon, and items such as rings can be placed 
in the "hand" slots 
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A I i st of the character's current 
Disciplines is di spiked, indudingthe 
current I e/d of profidency in each, 
i ndi cdted by the number of f i 1 1 ed dots 
You way sdt up the Quick Discipline slots 
by draggi ng and droppi ng the D i 9d pi i ne 
i cons i nto one of the si x si ots i n the status 
bar. You may also Idt-dick to select a 
Discipline from this list (and late - right- 
dick to use it) or right-dick on any 
Discipline in this list from this pane to 
activdteit immediatdy. 


When dealing with merchants a 
purchase menu wi 1 1 appear, al I owi ng you 
to buy or sd I items T he mechant's wares 
will be displayed on theldt-hand side of 
the screen, whi le your character's i nventory 
will be on the right. To si/vitch the 
character that i s purchasi ng or sd I i ng to 
the merchant, just hit TAB or dick on the 
character's portrait. 


Please note if the s/vord or weapon 
that you are equi ppi ng i s a two- handed 
weapon (thi s can be seen by rol I i ng your 
cursor over the weapon and sea ng "2H " 
appear in the item description), then you 
cannot equip a shidd or utility item. If 
you have a shidd or utility item equipped, 
than you wi 1 1 have to f i rst remove thi s 
item, prior to equipping the sword. Also, 
some weapons and armour have a 
mi ni mum requi rament to equi p them. 
Some items may requi re a certai n 
Strength, H umanity or even Faith 
requi rement bdmre you can equi p them I f 
you cannot equip an item, please roll your 
cursor ove the item to bri ng up the item 
description. Veify that you have the 
requisite charactei sties if any, in ordeto 
equip this item. 

Discipline Window 


Conversation Bor 
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D uri ng some conversati ons bdtween 
your characters and non- pi aye characters 
you wi 1 1 be given the opti on to chooss one 
of sa/eral responses Your response has an 
affect upon how the non- player characte 
responds back to you and, i n some cases 
the state of the game When these response 
options appear, you must sdect one by 
di eking on it with your cursor. 

Purchase Window 
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When buying, you are presented with a 
I i st of the merchant's wares wi th pri ces I f 
you higlnl ight an item you will see it's icon 
and be able to hit the Buy button to 
purchase it if you have suffident money. 

T he cost of the item wi 1 1 then be deducted 
from your cash reseves I f you do not 
have enough money to buy an item, then 
that item will be greyed out. Also, if an 
item is listed in red, then your characte 
does not currently have the Attri butes to 
wi d d the weapon or wear the armour. You 
can still purchase the item, howeveyou 
will not be able to equip it until you meet 
the iterrfs mi ni mum Attri bute 
requirements When sd I i ng, you can sdect 
any of the items that your characte - is 
carryi ng, and the pri ce you are be ng 
offered wi 1 1 appear on the merchant's si de 
of the screen. I f you accept the offe, hit 
the Sd I button, and the money wi 1 1 be 
added to your total . 

O n a si de note the pri ce your characte 
pays for items and the money they reedve 
for sdling can be hic^ne or lowe 
dependi ng on the M ani pul ati on Attri bute 
Thus a Manipulation of 90 will garner a 
much bdtter buyi ng and sd I i ng pri ce then 
if your characte - has a manipulation of 10. 

Advancement Screen 


Bdtween compldting quests in the 
single player chronicle you will have the 
opportunity to spend the expeience 


points you have earned on the various 
characte Attri butes I n cetai n mi ssi ons 
an advancement wi ndow wi 1 1 
automatically pop up ^te the mission is 
complete You can also visit your H aven at 
any ti me to spend expel ence poi nts for 
any of your coterie To do this when you 
are at your H even, j ust cl i ck on the coffi n 
i n your H aven to bri ng up the 
Advancement Screen. In multi pi aye 
games you can click on the coffin in your 
H aven to bri ng up the advancement 
screen, however it is also up to the 
Storytdler'sdiscrdtion to a/vard e<tra 
©<peri ence poi nts for a wd I pi ayed 
scenario or compldting a quest. 

T he Advancement Screen shows your 
characte shedt with the current levds of 
Attri butes and D i sd pi i nes and crosses 
next to each item that you may advance 
To i ncrease the I e/el of your Attri bute or 
Discipline simply dick on the cross to 
spend your ©<perience poi nts i n exchange 
for the i ncrease I f you place your cursor 
ove an Attri bute or Disapline the 
expeience poi nt cost wi 1 1 appear i n the 
dialogue box at the bottom of the screen. 
You can cancel or revese changes i n orde 
to tweak thi ngs as desi red by hitti ng the 
revese arrow below your characte shedt. 
Once you are satisfied, hit the OK button. 

As you gai n expei once from your 
battles, your ranking will go up as well. 
Start i ng as a FI edgl i ng, your characte wi 1 1 
cl i mb the ranks as more expei ence i s 
gai ned. As your charade's ranki ng 
i ncreases, the charade's H eal th wi 1 1 al so 
increase as well as the Blood Pool. T hue 
the Blood Pool and Health level of an 
Antediluvian will far exceed a charade, 
who is meely a Neondte 

T he Storyte! I e has access to an 
Advancement Screen similar to this, 
althouc^n s^he has the capabi I ity of 
modi fyi ng the expei ence you recei ve 
along with whdt new Disciplines are 
availableto you. Thee is an Advancement 
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Screm for each charade" (showi ng the 3D 
head and other stats of the characto") from 
which the Storyteller can assign and spend 
experi ence poi nts for each cotei e membe, 
thereafter rdturni ng to the game 

In-Game menu 



You can press ESC at any ti me to bri ng 
up the In-Game Menu. This pauses the 
game in single playe and allows you to 
resume the game exit the game load a 
sawed game or adj ust opti ons 

SOME GENERAL NOTES 
ABOUT COMBAT 

Damage Types 

T hee are three mai n types of damage 
that can be suffeed i n the game Bashi ng. 
Lethal and Aggravated. These types are 
di sti ngui shed i n order to al I ow for certai n 
resi stances that vampi res may have and to 
show how human and Kindred alike can 
soak them. 


Lethal 

T hese are attacks meant to cause 
immediate and fatal injury to a victim 
Vampi res can soak Lethal damage with 
thei r Stami na Attri bute but humans have 
no natural resi stance to it. 

Aggravated 

Attacks that are deadly even to the 
undead, i nd udi ng f i re sunlight, the teeth 
and cl a/vs of vampi res and werewolves and 
certain Holy attacks are considered to be 
Aggavated attacks Aggravated damage 
can only be soaked with the Fortitude 
Discipline 

I n addition to these three mai n types of 
damage the game supports resistance or 
sensitivity to the following specialised 
forms of damage 


Electrical 

I ncludes lightning bolts high- 
voltage traps*, etc. 

Cold 

Freeing attacks ice weapons 
freser traps etc. 

Fire 

Fireballs fire traps lave hot 
rooms etc. 

Sunlicfit 

Direct sunlight or sunlight- 
casting artifacts Only damages 
vampires 
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Bashing 

T hese attacks i ncl ude punches ki cks 
and any other kind of blunt trauma which 
are less likely to kill a victim instantly 
(especi al ly a vampi re). Al I characters 
(including humans) can use Stamina to 
saak Bashi ng damage 




Holy 

Prayers attacks with holy water 
or holy ground. Only damages 
vampires 
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Soaking 

Before damage i s appl i ed, the vi cti m 
has the chance to absorb part or al I of the 
damage bdiare it dTects the character's 
Health. This ability to absorb damage is 
also known as "soaking.” Soaking accounts 
for the ©dstence of armour and other 
natural and preternatural abilities to resist 
damage As indicated above there are 
specif i c requi renents for soaki ng certai n 
types of damage T he factors i nvolved i n 
soaki ng are 

Armour 

Armour al I ows soaki ng of al I three 
forms of damage except for the sped al i sed 
Aggravated types of fi re sunlight, holy, 
d ectri cal and col d ( some except i ons exi st 
here I i ke sped al groundi ng armour, 
magically enhanced items or heated 
devices) 

Stamina 

H umans may saak only Bashi ng 
damage usi ng the r Stami na Vampi res use 
the r Stami na to soak both Bashi ng and 
Ldthal damage but not Aggravated. 

Fortitude 

Fortitude is a specialised Discipline that 
al I ows soaki ng of Aggravated damage 1 1 
has an advantage ova - items and armours 
which normally only ddend against a 
limited numbo - of Aggravated damage 
types Fortitude also adds to the soak 
val ues for Bashi ng and Ldthal damage 


Staking 

When a vampire is impaled in the heart 
with implerentsof wood, it rondo's them 
compldtdy i mmobi le unti I the stake is 
removed. If one of your charactos is staked, 
anotho" member of the coteri e can remove 
the stake by 9d ecti ng the avai I abl e charade" 
and then I dt-d icki ng on the staked 
characto". Alsa, if you do not have a 
characto" that can unstake you, a staked 
characto" wi 1 1 beabletoexpd the stake from 
his or ho" body dte" some time has passed. 

Staking can occur with actual stakes 
(used as a melee weapon) or with ranged 
weapons such as crossbows and stake-guns 
If the stake hit isconsidered critical, a 
staki ng occurs 

COTERIE COMBAT Al 

During play, all coterie monbo"s other 
than the ones you have sd ected, wi 1 1 move 
and attack on the r own, but i n accordance 
with any coterie commands you have 
selected. Al controlled characters can 
perform a wi de range of tasks 
automdti cal I y, i ncl udi ng re! oadi ng thei r 
weapons switching from a ranged attack 
to a melee weapon, as wd I as heal i ng and 
replenishing the r Blood Pools Also, by 
holding down CTRL and Idt-clicking on 
an enemy, you can td I the rest of your 
cotoie to concentrate thd r attacks on that 
one opponent. 
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M uch of a character's I ife comes from the 
wa/ in which you descri be and rolqala/ 
hi m H owe/e, cotai n aspects of a cheade, 
his physcd prowess looks and special 
powes are described in numeical terns 
and used in conjunction with the mechanics 
of the game T hese features are cal I ed Traits 
and Disciplines 


D&cberity 

D extei ty modi f i es the bass movement 
and attack speeds for the charade" and also 
i ncreases the ai mi ng abi I i ty for proj ecti I e 
weapons A hic^n Dedeity will alss increase 
a characters chance of maki ng a critical hit, 
which causes an enormous amount of 
damage Also, same weapons have a 
mi ni mum D edeity for usage 

Stamina 

St ami na is the character's constitutional 
abi I ity to soak damage H umans use 
Stami na to soak only Bashi ng damage 
while Ghouls Vampires and some 
monsters can soak Bashi ng and Lethal 
damage with the r Stami na Attri bute 


CHARACTER TRAITS 

Most Traits are based on a 1-100 scale 
for pi aye" charade's thouch there is no 
uppe" numerical limit. Disciplines are the 
e<cepti on, as the/ uti I i se a system of dots 
( •) to represent I e/d s of power T he more 
dots the more power a charade" has i n 
that particular Discipline with the 
maxi mum be ng five dots 


Mfntal Attributes 

Perception 

Percepti on i s the abi I i ty to observe onds 
envi ronment. 

Intelligence 

I ntd I i gence i s the charade^s g"asp of 
fads and knowl edge and abi I ity to reason 
and solve problems A hic^n Intdligenceis 
requi red for the most advanced D i 9d pi i nes 


Physical Attributes 

Strength 

T he raw brute power the charade" can 
use for lifting, pushing and infliding 
mel ee attacks Strength al I ows the 
charade" to be abi e to move I arge obj acts 
and also modifies the amount of damage 
inflided by md ee weapons Some items 
such as armour, he/e mi ni mum Strength 
I imitations you must meet bdore you can 
uti I i se the equi prnent. 
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Wits is the abi I ity to mai ntai n your cool 
and think on your fed:, espedally in intense 
situations Most importantly, charades 
with hi cfi Wits will have a si owe" 
progress on towards becomi ng frenzi ed. 

Social Attributes 


D isci pi i nes drai n anywhere from a smal I to 
a large amount of your cheader's Blood 
Pool when adi vated (the rol I over te<t wi 1 1 
list each D isa pi inds specific cost.) 

Vampi re charade's may repleni sh the r 
Blood Pool by drinking blood from any 
number of sources i nd udi ng bottl es of 
vitae or humans 


C hari sma measures your charade's force 
of pesenality and command. Charades 
with a hi^n Charisma arebdtte" able to 
ovewhd m the mi nds of the r foes with 
D isd pi i nes such as Dorri ndte and Presence 
Manipulation 

Manipulation is the abi I ity to lie 
connive and convi nee others of your poi nt 
of view. It is an insidious Attri bute that 
al I ows you to i nf I uence othes 
M ani pul ati on grants you success at some 
mental Disciplines and also lowes prices 
at shops 

Appearance 

Appearance is the measure of the 
charader's physical attradiveness poise 
and natural beauty. This becomes 
ediramely important as you use the 
Presence D i sci pi i nes 


Based on a charader's expeiece 
points they are given a Rank. This can be 
vey useful in quickly determining how 
ancient, poweful and dangeousa 
particular charade is Refe to the 
"Geeationsof Caind' sedion in Chapte 
Six for detailed information on each Rank. 
I n the game a charader's rank wi 1 1 apply 
bon use to his or he Blood Pool and 
H ealth as ^he gai ns expei ence 

Blood Pool 

A Charader's Blood Pool measures how 
much blood (ak.a vitae) the vampi re has 
in his or he body, and it is from their 
Blood Pool that charades draw enegy to 
use thei r supenatural powes M ost 


Health 

H ealth measures a charade's physical 
condition, from pefed health to torpor or 
Fi nal D esth. As charades ee wounded 
their H ealth led goes down and they he/e 
a hede ti me peformi ng adi ons T he 
more a cheader's H ealth di mi ni shes the 
hede i t wi 1 1 be for hi m or he to do the 
thi ngs you want hi m or he to do. As a 
cheade loses Health, s' he will move 
si owe ed suffe peal ties to his or he 
Attri butes O nee a vampi rds H ealth 
reaches zeo, ^ he will col I apse i nto a 
comatose state know as torpor. Without 
the i ntervetion of an ally with the 
Awake D isci pi i ne this sleep of the ages 
can lead to Final Death. 

N ote C haraders i n frezy i gnore al I 
Health- related peal ties 

Frenzy Rating 

T he Frezy rati ng i s the charade's 
tedecy to frezy ed speed at which Vhe 
wi 1 1 reach it. As a cheade takes damage 
or loses blood, ^he becomes more prone 
to frezy, e/etual falling i nto e 
uncontrolled rage While a cheade is 
frezied, s' he will attack eyone without 
ey discretion. Ove time the Frezy led 
wi 1 1 subs' de ed the cheade wi 1 1 regai n 
hisseses 

Humanity Rating 

TheTrait of Humeity ise integral 
part of the undelyi ng theme of ey V:TM 
game It isa moral code that allows 
vampi res to rdtai n the r mortal sesi bi I i ti es 
e/e though they've bee tresformed i nto 
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parasitic monste's In essence it is what 
keqns a vampi re from bocomi ng a mi ndless 
animal, endued by hisor he - thirst for 
blood. I n game terms the I owe" a charades 
H umanity is the more monstrous Vhe 
appears to others I f a character's H umanity 
rati ng reaches ze'o, than that characte' has 
lost a I 9m9a of reason and becomes nothing 
more than a mindless beast of e/il ove" 
which you no long© ha^ control. 

C eta n events duri ng the chroni d e ma/ 
rd 92 or I owe - your Humanity: Killing the 
i nnocent wi 1 1 al most d w^/s cause it to 
drop, whi le protecti ng the weak ma/ cause 
it to rise 

Increasing Traits 

Between completing quests in the 
si ngl e pi ayer chroni cl e you wi 1 1 have the 
opportunity to visit your H aven to spend 
the Experience Points (XP) you have 
earned. In multiplayer games you receive 
this opportunity after each scene i n the 
story (or whenever the Storyteller decides) 
To spend your character^ experience 
poi nts you must go to your H aven and 
d i ck on the rest coff i n. 

Human Characters 

M ortal character who are amiable i n 
multiplayer games differ from the 
Kindred. They do not use blood, cannot 
frenzy and use N umi na and H oly Power 
instead of Disaplines 

The Faith Trait, which is unique to 
humans empowers any holy powers the/ 
possess The Faith Trait can be raised with 
e<peri ence and can also be temporarily 
boosted by the possesion of holy objects 
M any holy powers have a mi ni mum Faith 
requi rement. 

I n stead of blood, human characters rely 
on Mana which is used to fuel the spells 
and abi I i ti es of H oly Power and N umi na 
U nl i ke vampi res who need to feed to gai n 
power, humans naturally regenerate the r 
M ana pools over ti me 


T here are certai n items i n the game 
which ma/ only be U9sd by human 
characters Lika/vi 9a humans ma/ not use 
Kindred Disciplines or mystical items 

DISCIPLINES 

Thouc^n vampirism is a curse the Blood 
of Caine grants grad: mystical powes to 
those with the insist and dedication to 
pursue them T he9e powes are known as 
Disciplines 

Following is a list of the more common 
Disciplines wielded by vampi res and othe 
supernatural creatures Rare vampi res and 
strange creatures may have powes not on 
thi s I i st, as thee are mystei es that remai n 
hidden within the World of Darkness The 
term D i 9d pi i ne rrfes to both the 
D i sci pi i ne graup ( Ani mal i sm, for ©<ampl e) 
and the powes withi n that graup (Feal 
Whispes) Each clan possesses a graup of 
D i sci pi i nes that are common among the r 
ranks H oweve, it has been whi speed that 
vampi res can learn Disciplines outside their 
dan's strengths but at a much hicjner cost. 

Most Disciplines are I inked to a ke/ 
Attribute and will be resisted if used upon 
an enenny. Thee is also a chance of fai I i ng 
to U9S a D isci pi i ne based upon the 
character's Attri butes and powe i n the 
Discipline Almost all Disciplines have 
mi ni mum Attri bute requi rements; for 
example you cannot use H a cfntened 
Senses uni ess you are al ready pecepti ve or 
Fireball unless you arevey intdligent. 

As you gai n more e<pei ence throucfn 
your battles you can use thi s e<pei ence i n 
orde to i ncrease your sped al ty i n your 
Disciplines As you i ncrease i n powe, your 
mastey over the D isci pi i ne wi 1 1 al low you 
to cast the D i 9ci pi i ne more dfectivdy and 
at a lowe blood cost. Thus if you have a 
D i sci pi i ne of fi ve dots then you are truly a 
maste, whi lea vampi re with a Discipline 
led of one dot wi 1 1 be casti ng it a vey 
rudi mentary I evd . 
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COMMON DISCIPLINES 

Note that in V:TM- Redemption dl 
vampi ric charactes automatically 
start with the Feed and Blood 
Hading Disaplines This represents the 
inheent ability of dl vampi res to feed and hed 
themsdves In multi pi aye - games dl vampires 
and c^nouls will start with these abilities 
However human charactes will not have any 
inheent Traits 


Various lads of this Di9dpline 
indicate the ability to dfectidy 
drain a creature of its blood 
without killing the victim 
Feeding is remarkably important 
for a vampi re asit isthebest w^to rqnlenidn 
your Blood Pool. As your led increases your 
ability to feed without killing yaur victim will 
i ncraasa as wd I . 


Blood 

Healing 



T hi s d 1 ows a vampi re to convert 


Blood Pool points into Hedth 
, points in order to hed his or 
he - wounds The various levds 

l ? 

^ * 

of the Di9doline dictate how 

. 


fast you can hed and how much Hedth is 
regained and may enable heding of 
©ctraneous thi ngs I i ke di sease 

Blood Strength 

This Discipline grants a 
temporary i ncrease of the 
characte's Strength Attribute 
which can be usad to increase 
mdee damage or for any 
Strength- rddted puzzles 

Blood Dexterity 

This Discipline grants a 
temporary i ncrease of the 
character's Dexteity Attribute 
which can be usad to increase 
combat dfectiveness 


Blood Stamina 

This Discipline grants a 
temporary i ncrease of the 
character's Stamina Attribute 
whi ch can d I ow for the soaki ng 
of more damage than normd . 
It does not grant you the ability to soak 
Aggravated damage 

Awaken 

This Discipline is normdly 
usad to a/vaken, or reanimate 
another Vampi re who has 
nearly been killed and lies in 
torpor. Unless a character has 
died an unequivoed Find Death, the use of 
this Disdpline dlows the subject to be 
awakened. Such characters will awaken 
with little blood or Hedth and will need to 
feed vey soon, si nee th^ are quite prone to 
frenzy with their need for blood. 

Walk the Abyss 

This dark powe" draws on the 
connection between a vampire 
and its Haven, opening a 
mystied portd between the two. 
When this Discipline is used, a 
two-way gdte opens between the cotends 
current location and its Haven. To beableto 
open such a portd, you must know the 
location of your Haven and the abyssd 
portd can be blocked by mystied means 
Key Attri butes: I ntel I i gence and Wits 

ANIMALISM 

E Vampires with the Disdpline of 
Ani md ism find themsdves with 
greater control over both the 
animd world and the Beast Within. While 
the Gang'd are known to be the mastes of 
thi s D i ad pi i ne goup, oth or d ans such as the 
Nosfedtu, have shown dcill in Animdism 
as well. 

Key Attri butes are C hari sma and 
Manipulation. 
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Ffral Whispers 

Makes the targeted animal 
■ M temporari I y f i ght for the pi a/er's 

Attribute Manipulation 

Beckoning 

□ Allows the caste to tarporarily 
enlist the asa stance of an animal 
ally, possibly lasting b^ond 
the xiope of a single combat. 
The animal is summoned to the 
action by the vampires will and disappears 
when finished. The summoned animal acts 
like a terporary mamba - of the character's 
cote - ! e fi cpti ng wi th and tra^d I i ng al ong=i de 
the caste - until the df ect wears off. (For dans 
that ha^e sqnarated thensdves from the 
natural world, the creature thus summoned 
m a/ be distinctly unnatural; for example 
Cappadodans summon a skddton to ficpt at 
the r a de and theT rema - e a homuncul us!) 
Key Attri bute Charisma 

Qufll the Bfast 

Has the dfect of calming the 
targe. When cast upon a coteie 
mamba - , this reduces his or he 
frenzy amount, bring ng him or 
he - out of frenzy fasta - or i ndeed 
stopping it altogdthe. 

Key Attribute Manipulation. 

SUBSUMF THE SPIRIT 

Allows temporary possession of 
an animal. You will h ave full 
control over the creature 
peed vi ng the worl d through i ts 
e/s unti I the defect ends or you 
hit TAB to reurn to your own body. 

Key Attribute Manipulation 



Drawing Out the Bfast 

a D umps the caste's Frenzy I e/d 
onto another. This causes a 
frenzy mode on enemies 
(frenzied enemies would attack 
each other, flee or generally 
bdne/e errati cal I y, with all the advantages' 
disadvantages frenzy offes). In mortals, it 
triggers the fear mode Use of this should be 
limited to times when the Frenzy le-d is 
nearly full, but at the highest le/d, a full 
Frenzy le/d is not required to cast this 
K^ Attribute Manipulation 


Auspex 


^ The Disdpline of Auqnex bestows 
tdqDdthic and extrasensory 
pe'cqotion powes on its pract- 
itioner As the vernpi rds powes g - ow, he will 
not only be able to sense the psychic aura and 
flow on eeduresand objects but he will also 
be able to project hisor he - body into an astral 
form in orda - to see whdt is around him or 
he - . The death-loving Cappadodans as wdl 
as the Toredor and Tremere clans all 
specialise in theAuspe< Disdpline 
Ke/ Attri bute i s Percqoti on. 

HFIGHTFNFD S^NSFS 

This allows the character to see 
invisible or hidden enemies and 
objects 

Ke/ Attribute Percqotion. 

Aura Pfrcfption 

The user of this Discipline 
may sense the invisible "aurd' 
surroundi ng al I living creatures 
allowing the caster to gain 
insight into the true nature of 
the target. The user will learn information 
about the creature i nd udi ng the target type 
Health and Blood Pool. 

Ke/ Attri bute Perception. 
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The Spirit s Touch 

Allows the caste - to determine 
the nature of an object - its bass 
statistic limitations its abilities 
/curses its “trud' name etc. A 
successful U9S of this Discipline 
will gve an enhanced description of that 
item from then on. When this dfect is 
activated, you will need to dick on an 
unidentified object in your possession to 
receve information about it. 

Ke/ Attri bute Perception. 

Psychic Projfction 

Psychic projection a lows you to 
control a "epost” object, much 
like the ST ghost, to move 
unsean throucp areas for a brid" 
time No interaction with objects 
is posable in thisstdte 

Ke/ Attri bute Perception. 

CELERITY 

^ Those with Cdeity are dangeous 
foes for this Disdpline enables 
them to move and attack at 
supetruman speeds To mortds the/ appear 
to be nothing more than a blur. As the le/ds 
of this powa - increase so does the speed of 
the vampire and the duration of the 
Disdpline 

DEMENTATION 


M^^^HThis Discipline is the special 
1 legacy of the Malkavian clan, a 

mental sickness that al lows those 
infected with it to channd madness, focus 
it and pour it into the minds of those 
around them 

Ke/ Attri butes Charisma, 

Manipulation and Percqntion. 


Passion 

Thednaracto - ma/stir hisvictirrls 
omoti ons d th e he cptoni ng the r 
fear or sti rri ng them i nto a crazed 
frenzy. 

K^/ Attri bute Charisma. 

The Haunting 

This powe - is usd to disturb the 
sensnry centres of the target's 
brain, flooding them with 
vi si ons aounds scents or fed i ngs 
that aren't really thee In dfect, 
the victim will bdiee himsdf to be unde 
d±ack from a host of nieptmarish apparitions 
Most mortals will flee in fear, while 
supendtural eeatures will be momentarily 
distracted as the/ fend off thdr imagined 
epost I y asailants 

Key Attri bute Manipulation. 

Fyfs of Chaos 

This peculiar powe allows the 
use to take advantage of the 
fractured wisdom hidden in 
insanity. With it, the characte 
can detect the aura of anothe. 
Key Attri bute Peception. 

Voicf of Madnfss 

With this powe, the characte 
can speak to anothe and pull 
W ^ M forth the madness that ra de i n 
\ V J R the deepest recesses of the 
victirrfsmind, focusing it into an 
ovewhdming wae of total insanity. This 
powe has driven counties victims mortal 
and supernatural alike to unfortunate ends 
Key Attri bute Manipulation. 
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DOMINATE 


frrr; 


Those with Dominate may 
mesmeisa othes or ©>e n control 
their minds outright. Many of 
the powers of Dominate are resisted by the 
victirrfs Wits Attribute Kindred who 
sped disein the use of Dorri ndte i nd ude the 
G i ovanni , Lasombra, T remee and Veitrue 
K^ Attri butes: Manipulation, Wits and 
Charisma 


Command 




Possession 

I T he U9sr of thi s D i sd pi i ne forces 
| thdr will upon the targd: and 
takes total control of than This 
gvestheplayetotd control ova" 

I the enemy characte, sa ng the 
world throuefn his or he - e/es and fordng 
him or he - to peform any action until the 
dfect ©<pi res 

Attribute Charisma 



FORTITUDE 


S This powe al lows the vampi re 
to seize control of another's 
mind for a short time While 
the dTect lasts the victim is 
under the total command of 
the vampi re who used the powe". 

Key Attribute Manipulation. 


Mesmerise 

Use of this Discipline puts the 
target into a trance I ike state 
whedny the/ cease all action 
and stand still. At higher le/els 
the target will dreamily walk 
towards the character that mesmeri sed hi m 
or her. The defects of Mesmerise are 
caned led if the target is attacked by one 
who used the D isa pi i ne 

Key Attribute Manipulation. 


Characters with Fortitude prove 
unndturdly resistant to damage 
The/ must often be I i teal I y hacked 
apart bderethe/ can be stopped, as e/en the 
most devastati ng wounds prove nothi ng more 
than a nuisance This Discipline also hdps 
protect agai nst damage from sources such as 
sunlic^nt and fire TheCappadodan, Gang'd 
and Venture dans all have a natural 
predisposition to this Discipline 


MORTIS 


This Discipline was devd oped by 
the Cappadocians in an attempt 
to uncover the seerds of death. It 
seeks to explore many aspects of death, 
from outright cheati ng it, to causi ng it with 
a single touch. 

Key Attri butes Wits and I ntd I i gence 


The Forgetful Mind 

This powe - sands the targd: i nto 
a dazed state and causes them to 
forget about what the/ were 
doing. This will make enemies 
ignore you and rdturn to thdr 
normal routine 

Key Attribute Wits 


Shambling Hordes 

I This powe" allows a charader 
| to cal I forth the dead from the r 
graves to f i c^nt al ongsi de hi m or 
her. Though weak and not 
I particularly adept, these undead 
allies can still be of g"eat aid in battle To 
use thi s power, targd: a fresh corpse cl ose to 
the character. 

Key Attri bute Wits 



OBFUSCATE 





Vigour Mortis 

By feeding a corpse some of his 
blood, the character may 
reeni mate the body credti ng an 
undead sevant that sevss its 
maste - until it falls compldidy 
into decay. To employ this power, the 
charade must find a corpsato targd. 

K^ Attri bute Wits and I ntd I i gence 

Summon Soul 

With this powe, the charade is 
able to summon a wraith be/ond 
the shroud that sqoarates the 
world of the living from that of 
the dead. The wraith can only 
exist in the world of the living for short 
peiod of time but while thee it will do the 
charades bidding A wraith can only be 
summoned at the scene of a recent death. 

Ke/ Attri bute Peception. 



Plague Wind 



An advanced Mortiseffed, this 
powe conjures up a whirlwind 
of decay and chaos Any cauc^nt 
within this cloud of destrudion 
will suffe massive amounts of 


damage as the full defects of Death's cold 
breath are unleashed upon them. 

Ke/ Attri bute I ntd I i gence 


Black Death 

This powe turns the charade's 
hand into the hand of Death 
itsdf. By touching an individual, 
the charade can cause the 
vidim to ©qoeience an early 
death or, in the case of vampires to ante 
torpor. This powe inflicts massive damage 
on asnc^etargdt. 

Key Attri bute I ntd I i gence 



O bfuscdte i s the abi I i ty to mysti cal I y 
doak onesdf in illusions or 
shadows theeby disgjising or 
conceding one9df. With Obfuscate you can 
attack an eery and the mystically fdl back 
into the dradows At hic^ne lewds this ability 
will becomes more df active an d you will be 
able to strike your eery bdbre the/ can 
rediseit. Obfuscdtecan beddeded bytheuse 
of othe Disciplines most notably He cjntened 
Seises If a credure has a H dc^ntened Sesss 
Disdpline hic^ne than your Obfuscate lewd, 
the he will be able to ddzed you with eme 


While thee are saved dans that use this 
powe, it is the Nosfedtu that has truly 
pefeded its use 

Key Attri bute Wits 


Cloak of Shadows 

T he vampi re may di sap pear 
from plan sight. The lowest levd 
W of this powe dlows the use to 

^ JIUH remain dfedivdy invisible if 
standing still within shadow. 
H ic^ne levds of Obfuscate d low the U9e to 
reman invisible©/©! while moving 
Key Attri bute Wits 

Cloak the Gathering 

a This Discipline is similar to 
Cloak of Shadows save that it 
affects the entire coteie The 
l©/d of this Discipline indicates 
duration, and the defectiveness 
isequd to the equivalent levd of the Cloak 
of Shadows powe. 

Key Attri bute Wits 






Characters with Potence are 
terrifying opponents* for they 
possess the strength of sa/eral 
humans The hic^ne" the la/d of Potence is 
the strange" the charader. The Giovanni , 
Brujah, Laeombraand Nosferdtu clans have 
supeTiuman strength through the use of 
this Discipline 
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^ All supernatural creatures are 

impressive 9cary monsters but 

those with the Discipline of 

Presence are particularly captivating. 
Character with Presence can manipulate 
otherd emotions besoming ther victim^ 
dream love's - or ther most terrifying 
nightmares Vampires must learn to be wary 
of ther feelings when th^ are in the 
company of a Brujah, Malkavian, Toreador 
or Vontrue as the9a d ans are known for the r 
skills in this Discipline 

Key Attri bute i s C hari sma 


The charade" cpi ns a chari smTi c 
B becoming a ndxird I cade; 

seduce" and ordor. This powe 
R dra/vs mortal victims near and 
kBI^BI stops enemies from attacking 
Key Attri bute Charisma 

Dread Gaze 

The character, by hissing and 
baring fangs instills an 
unnatural teror in foes This 
power instil Is fear in those who 
are targeted by it. 

Key Attri bute Charisma 


Entrancement 

The charade - becomes super- 
humanly fascinating and the 
victim becomes convinced that 
the characte" is his friend, love" 
or whate^e" - a figure to be 
protected and adored. 

Ke/ Attri bute Appearance 

Majesty 

Characters with Majesty are 
quite I i teal I y awesome Majesty 
K ^ Al bestows an a most godlike aura 
upon the vampire mortasfai to 
the r knees i n worshi p or teror, 
and a/en othe" supendural creatures must 
struggle with themsdvesto attack, insult or 
be anything othe" than respectful and 
dderential to the characte - . This power 
a lows the characte" to do anything without 
fear of reproach. 

K^ Attri bute Charisma. 


PROTEAN 


Protean is the Disdpline most 
r rjtH closely associated with the shape- 
L AQAl shifting Gangrel, though they 
ha/e taught thei r secrdts to a f a/v outsi de of 
their clan. Charades with Protean may 
shape shift into a variety of forms 

Eyes of the Beast 

Thispowa - i ner ca o c s a charade^s 
vi sual senses I n some i nstances it 
has bean known to causa fear i n 
mortals that see it in adion, as 
the use's eyes turn a 3 ni ste" red 


Feral Claws 

The charade's nails transform 
into long, bestial da/vs These 
R* " fa tal ons are wi ckedl y sharp, ableto 
mk rend fledn with ease and a/en 
carve stone and mdal with little 
trouble Thee talons cause Aggravated 
damage and are feared by all in combat. 
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Earth Meld 

Using this Discipline the 
charade" can burrow into the 
earth and remai n there 
basically safe until he or she 
chooses to emerge The frenzy 
redudion rate is doubled when buried, and 
the charader also gains Health back slowly 
(without furthe" blood usage) 

Shape of the Beast 

□ The charader may transform 
into a wolf; gaining increased 
movement speed and the ability 
to causa Agg"a/ated damage with 
hisor he" bite The charade" may 
not use any items or most othe" powes whi I e 
thi s D i 9d pi i ne i s adi va 

Mist Form 

The charade" transforms into 
a doud of misty vapour. The 
charade" may not dtack while in 
mist form but can be damagad 
only by sunl i^nt or fi re 

THAUMATURGY 

- GENERAL 

Thaumdurgy is a form of vampiric sorcey 
that is divided into a numbe" of Paths each 
with its own focus and special rangeofspdls 
These D isd pi i nes are largely restrided to the 
Tremee although certain othe" dans are 
rumoured to empl oy them as wd I , such as the 
Assam te vi zi es and the Kol duni c scrceas of 
theTzimiace 

THAUMATURGY 

- BLOOD MAGIC 


Blood Rage 

This powe" a I ows the charade" 
KBjl to force another to spend blood 
.Jy against hisor he" will. This ad 

* has two dfects; it reduces the 

amount of blood the target has 
in hi m or her, and i ncreases the I i kd i hood 
that the target wi 1 1 lose control of the Beast 
and enter frenzy. 

K^ Attri bute I ntd I i gence and Wits 


I 


Blood of Potency 

The charade" gains such control 
ovo" his own blood thd he may 
dTedivdy concentrate or focus it, 
making his or he" blood more 
powerful for a limited time 
Whilethispow3"isadive all othe" Di ad pi i nes 
will cod less blood to use 

Key Attri bute I ntd I i gence 

Theft of Vitae 

A charader using this powe" 
jl can siphon blood from a distant 
■ AH targd, dfedivdy feeding from 
the targd without any physical 
■^^Bl contad. This powe" can cause 
seious harm to mortals and enrage vampires 
Key Attri bute I ntd I i gence 

Cauldron of Blood 

This dreadful powe" causes the 
^/■kl blood within the targd's body to 
W A boil and burst into flame It 
\ v Jfl causes Agg"a/ded fi re damage 
and "bums off" a large portion 
of his or he" Blood Pool. Fa/v bangs can 
survive a/en a 3 ncje dtack with this dreadful 
power. 

Key Attri bute I ntd I i gence 


The Blood Pdh is based upon 
jXm the manipuldion of blood, both 
mortal and Kindred vitae 
K^ Attri bute i s I ntd I i gence 
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THAUMATURGY 

- LURE OF FLAMES 

VS The Pdth Lure of Flames is based 
s&m u P° n the manipulation of fire; 
"■V throuc^n it, a traditional bane of 
vampi ric @d stance has bean hamessad by the 
sorcay of theT remae 

Key Attri bute i s I ntei I i gance 

Torch 

This powa dlows the characta 
» i/W to call forth aardl imaged flame 
W i A that floats near his or ha head. 

JH The light from this flame is 
similar to that of a hand-held 
torch. Thouch this flame provides licfnt, it 
does not gana'dte any heat. 

Key Attri bute Intelligence 

Fireball 


Immolate 


The characta m zt/ hurl metical 
» /WA firdnallsthdt engulf thdr targdt in 
W A a fiay conflagration. This qndl 
\ ) M rna/ hurt friends as wdl as foes 

and so dnould be uaad with care 
Ke/ Attri bute Intelligence 


Flame Ring 

The characta genadtes a pulse 
of heat end flames that surrounds 
V A him or ha for an instant, 
\ Jf /j i nci nadti ng any nearby enemi es 
■iflH T he mysti cal nature of thefl ames 
means that ndtha the casta nor those the/ 
aiy with can be harmed. 

Key Attri bute Intelligence 


! This powacdlsa bolt of fireinto 
&q stance that strikes a single 
anary, doi ng extreme damage 
Key Attri bute Intelligence 


THAUMATURGY 

- HANDS OF DESTRUCTION 

[HNNH This Path is practiced almost 
eKdusivdy by the thaumaturges of 
the Sabbat. Thou^n itisnotwiddy 
seen outside of that 9act, a feA/ non- Sabbat 
ha^e managed to learn its sacrdts 

Ke/ Attributes: I ntdligenceand low 
Humanity. 


This powa accd erates the 
in decrqnitude of itstargdt, causing 
B TkI it to witha, rot or othawi9e 
imi break down. Ke/ Attributes: 

I ntd I i gance and Low H umani ty. 

Acidic Touch 

HBfc^lThe caster secrdtes a bilious 
M " P JV ad die fluid from any portion of 
his body. The viscous acid 
fL corrodes mdtd, destroys wood 

VIaAi and causes horrendous channica 
bums to living tissue In combat, this powa" 
provides the use r with an attack causing 
Agga^ated damage 

Ke/ Attri butes: I ntd I i gence and Low 
Humanity. 

Atrophy 

This power wit has a victirrfs 
limbs leav/ing only a desiccated, 
w || amost mummified husk of 

UN bone and skin. The dTects are 
instantaneous in mortas the/ 
are dso irra/Q"sible Enanies so aflicted 
suffa a long-tam reduction in thar physied 
Attributes 

Ke/ Attri butes I ntd I i gence and Low 
Humanity. 
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Turn to Dust 

This fearsome powa" accd eates 
decrepitude in its victims 
M orta s I i teal I y crumbl e to dust 
at the mee touch of a skillful 
practitione" of this Di9dpline 
Whan used on supenatura creatures this 
powa" causes massive damage If a vampire 
dies from this damage the/ too wi 1 1 crumble 
to dust, lea/i ng nothi ng bdni nd to Awaken. 

Ke/ Attri butes I ntd I i gance and Low 
H umanity. 

THAUMATURGY 

- BLOOD RITUALS 

Rituds are unique thaumdturged 
AH formulas mdticuloudy researched 
and prqaared, that create powerful 
imaged dTects Rituds are less versatile than 
Paths as thar dTects are singular and 
strd cfntforward, but the/ are bdtta" suited 
towards qnedfic ends 

Ke/ Attri butes I ntd I igance and Wits 

Heart of Stone 

S While it lasts thisritud protects 
the characta" from bd ng staked. 
Key Attri butes I ntd I igance 

Prison of Ice 

This powa" engulfs the targdt in 
an icy prison, immobilising him 
or ha" for a short paiod, duri ng 
which time ^he suffas from a 
frees ng form of Aggravated 

damage 

Ke/ Attri butes I ntd I i gance and Wits 

Call Lightning 

The character cdls forth a 
bolt of lightning from above 
obi itadti ng the i ntanded targdt. 

Key Attri butes I ntd I igance 
and Wits 


Ignore the Sparing Flame 

This powa tenporarily makes 
the casta i mmune to the dTects 
of fire and, dt hiejna la/ds 
sunlic^nt. 

Ke/ Attri bute I ntd I igance 

and Wits 


Summon Elemental 

The casta summons forth a 
supandturd creature of the 
J dannentsthdt will rannain unda 
y the characters control for a short 

paiod of time Use of this powa 
has its dangas as 9Dmdti mes the summoned 
damantd will attack the one who cdled 
it forth. 

Key Attri bute I ntd I i gance and Wits 

FAITH 

^ Fdth is one of the few truly 
powaTuI pasond weapons a 
mortd has agdnst his or ha 
supandturd foes With Fdth, a hunta can 
cause a Vampi re to turn awa/ or be unable to 
approach any furtha. Although the characta 
m a/ bdiaa thdt this powa comes from a 
hi ^na powa, it isactudly the strength of his 
or ha bd i d thdt protects hi m or ha. 


T hi s powa draws on a mortd 's 
i nna strength to repd r damage 
to his or ha body. 

K^ Attri bute Fdth 
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True Faith 


f 


True Faith is bdid in a powe-, 
entity, consciousness that is 
geEfcer than onesdf, and as such, 
it is not limited to any particular 
rdigon. A charade - with True 
Faith is able to surround him- or hesdf with 
a protective fidd that causes damage to any 
supenatural creature coming into contact 
with it. 

Key Attribute Faith 
Prayfr 

This po we allows the charade 
HUlH to focus his or he Faith and 
H't ■ di red it in a ranged attack to 
K damage an enemy. Those with 

particularly high levds of this 
powe can affed se/eral targets within a 
given area 

Key Attribute Faith. 


T he charade can create a f I ash 
of light that temporarily stuns 
supenatural creatures and may 
even tri gge frenzy i n vampi res 
Key Attribute Intdligence 

Truf Sight 

Mortals with this powe can 
see through the effects of 
powers that hide othes from 
normal sight, as long as the 
charade-'s True Sight is more 
poweful than whatever powe is keeping 
theothe hidden. 

Key Attribute Peception. 




NUMINA 


Nurmi na consists of these strange 
IV I] and amazing powes which same 
B few mortals have possessed 
throughout the ages powes such as psychic 
abilities spdlsand compldtefaith in ahi^ne 
powe. Nurmi na and Faith are unique to 
mortals Humans powe these abi litis with 
M ana i nstead of blood. 


Invisibility 

Thi s powe al lows the mortal to 
hide from plain view, dfedivdy 
turning invisible Hic^ne levels 
of this power allows the 
charade to remain invisible 
whi le movi ng about and peformi ng adions 
K^ Attribute Wits 



I n your travds you will encounte many 
foes- both living and dead - and beableto 
f i nd many treasures rang ng from weapons 
and armour to artifacts of ended powe. 


and buboes) Some ghouls may also learn 
onele/ei of a Discipline their masters are 
familiar with, but this is very uncommon. 
Ghouls have use of any ki nd of weaponry 
usable by humans along with ther learned 
Disciplines 


ENEMIES 


Knights of St.John 

Led by Grand Prior PieredeVarreau, 
the Knights of St. John patrol the streets 
of Prague especially the Little Quarte 
(Mala Strana), and keep the peace Usually 
heavily armed with armour, __ 
shield and sword, these 
mortal s are f ormi dabl e 
enemies specially when 
patrol I i ng i n - . ^ ^ 

groups I f the 
Knights witness 
an illegal ad, they 
will attack. 


Ghouls 

T if 

Pi Ghouls are mortal 

Kindred servants that 
vffy have been fed 
jx-. vampi ric blood by 

\ their master The 
j ‘ . i ghoul does not age 
• \ as long as it is 

supplied with vitae 
and gai ns same 
Y limited vampi ric 
abilities (most 
notably level one 
. Potence). Since 
they aren't dfeded 

by sunlight as Kindred are they make 
usdul servants and protedors duri ng the 
daylight hours Most ^nouls appear as 
normal kine but some long-term ghouls 
devel op si de effects resambl i ng thei r 
domitor'sdan weakness (i.e a Nosferatu 
cjioul may begin sprouting unsightly boils 
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SZLACHTA 

T heT zi mi see use the r Vi dssitude 
Discipline to mould the flesh and bone of 
their ghouls into horrific 
shapes most of which 
V ^ • \ serve the purpose of be ng 

"war-cJnoul£', with 
Mb ? pointed bones 

= f 6 Wi am pti ng from the r 
8? " ' «■ j P" ,* iTJt arms and great maws 
L " j filled with razor- sharp 

I- fA| ; i ■ tedth. T heTzi mi see 

also create Szlachta 
,* . from animals whan 

usdxil, including 

gmtesque forms based on wolves, dogs 
horses etc. Szlachta U9S a varidty of melee 
attacks i nvolvi ng the U9S of the r crated 
daws'tedth. 

Ghoul-rats 

T hese ghoul ed rodents grow to I arge 
size with horribly extruded fangs and 
d aws T hey create I arge tunnel s 
throughout their undegound lairs and 
are in constant search for blood. The/ 
normal I y fraud i n packs 


T he C appadoci ans create Zombu from 
corpses and fuel them with vampiric vitae 
The/ usually crumble to dust ate - three 
days but, while animated, are mindless and 
capable of only simple labour or 
agression. The r saving grace is 
an utter absence of fear; they 
wi 1 1 battl e any opponent unti I JTjCkij 
destroyed. 


Dark Agfs 
Cappadocian Kindrfd 

dr ^ T hese vampi res can be found 
j some/vhee i n medieval Prague 
■ . jf whore the/ pursue thei r endl ess 

/ - JlV research of death. Dressed 

1 '*■ 1: in black robes and bearing 

a deathly white visage th^ 

\ attack using various 
> % Disdplines mostly 
' • deEth spells 




Homunculi HoppcR 

Homunculi H oppes are smal I creatures 
similar to a wi tches '"f ami I i ar, "" created 
from a sacrifice of blood and flesh from 
thei r Tremere master. The/ are si mple- 
minded and mi 9chi evous and require 
regul ar feedi ngs of bl ood from the r 
creator. T hese ti ny homuncul i are usual ly 
no large" than a rat, hav/ing large staring 
e/es and opposable thumbs They attack by 
da/vi ng and biti ng thei r razor- sharp teeth 
i nto an unsuspecti ng enemy. 

Gargoyles 

T he T remee created the 
Gargoyles from the unliving 
flesh of captured jHKkHQ 

Tzimisce Nosfeatu and 
Gangrd. A "basd' jpt. 

Kindred is givaa • *' r 'Lj!‘ 

various potions Hr.Jnf 


46 


and i s the focus of sa/eal rituals afie 
which a horrific transformation takes place 
with geat black wi ngs sprouti ng from the 
victirrfs back and the addition of large 
daws and a demonic visage Gargoyles are 
particularly dangeous opponents and 
easily capableof killing a careless vampire 

Dfmonhounds 

T hese demon- possessed dogs turn 
niefit- black and grow to disturbing 
proportions Furthe evidence of the r 
possessed nature is the sizzling saliva that 
dri ps from the r massive fangs and the w a/ 
shadows seem to come al i ve i n the r 
presence The/ can be found in packs 
guardi ng i nfenal ist worshi p sites or 
private chambes and the/ attack with 
vidous bites 

Wfrfwolvfs 

Wea/volves are the mortal enemies of 
vampi res and wi 1 1 normally 
attack them on sic^nt. 

The/ can be found in 
J. -j, forested areas whee 
v Vt \ m the/ roam hunti ng 
wild beasts and 
^ ! n seeki ng to 

deadly weapons and 
some wera/volves will 
"ragd' when highly 

damaged, which results in quick, sporadic 
attacks with crest fury. 

pRFMYSL RFVFNANTS 

Re/enants are fami I i es of c^noul servants 
that have bean fed vitae for so many 
geneations that they are now born with a 
tiny amount of vampiric blood already in 
their system. This allows them to exist as 


c^nouls without needing to drink a 
vampi rds bl ood; somdthi ng al I othe 
c^nouls must do i n orde to rdtai n thei r 
supendtural powes 

Society of Leopold Members 
T he members of thi s orde are Q 

SA/orn to ki 1 1 any creature of the Aft 
nic^nt. The/ arm themselves 
heEM ly with the weaponry of the ■ . 
ti me also i ncl udi ng weapons 
designed to fight vampi res such as , 
holy wate, stakes torches and holy 
symbol s T he/ wear the dress of 
scholar- priests and sol dies, 

Ghoul -spiders 

I mmense arachni ds eedted by the 
feeding of vampiric vitae 
j /SSSL The/ attack with a 
il i juP ? ■. venomous bite and I 6 emb 

jjjJWF'j ) sticky traps of wdo in 
url T attempts to snare 

passes-by to appeass 
the r hunge for bl ood. 


W RAITHS 

T he wraiths i n Rederpti on 
can harm Kindred using 
strange I ife drai ni ng spel Is 
Seen as transl ucent 
apparitions the wraiths 
normally occupy deset ed 
places of worshi p or areas 
whee scenes of torment or 
death have occurred. 

& 


'■ :. ■ 

ft 
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VipFRS 



A powerful Sdtite (using 
the Serpenti s D i 9ci pi i ne) 
may disgorge from his 
mouth a large 

poisonous serpent. 
The Setites use 
these creations as 
guards patrolling 
the r tempi & Most 
are i ndi vi dual I y marked 
with a pattern representi ng the r creator. 
The/ attack with a fierce poisonous bite 


Ghoul -Alligators 
Within thesa/vesof NYC, the 
N osferatu have drawn al I sorts of beasts to 
thei r lai rs through the use of Ani mal ism. 

T he most dangeous of these i s the smal I 
number of al I i gators i n the sa/ves f I ushed 
there by those i n the city who won them 
at Con^/ Island. Th^A/esince been 
transformed by N osfeatu blood into 
horrendous creatures of c^eat size and 
di sfi gurennent, havi ng enormous maws and 
©ctruded poi nts of bone 


EQUIPMENT AND 
TREASURE 

Throughout your adventures* the 
coteri e wi 1 1 fi nd many i terns - some of 
thenn mundane others conceal i ng secret 
powers You may also find unique items 
such as a Disci pi ineTome which will give 
your character the ability to learn a na/v 
sd of D i sci pi i nes that woul d normal ly not 
be available to him 

M ost items need to be equi pped i n 
your i nventory to prove useful , and each 
has a specific place to go. Othe items 
require activation, which can be done with 
a right-dick on the object or by using the 
Quick Slot inventory hot-ke/s 

A fe/v items that you find will require 
identification to reveal their secrets To 


identify an item, you must use the Spirit's 
Touch Discipline (which can also be found 
as a blood scroll). When you activate this 
D isd pi i ne your cursor wi 1 1 change i nto 
the identify icon. Then, bring up the 
I nventory Pane of your character, and Idf 
dick on the item that you wish to identify. 
The item should now be identified, and a 
description will appear when you leave 
your cursor on top of the item. 

WEAPONS 

T hee are many weapons to be found 
and usad in V:TM Roderpticn, rangng 
from medieval s/vords to modern assault 
rifles 

Weapon^ stati sti cs f al I i nto three 
categories Damage which detemi nes how 
much hurt you can inflict with the 
weapon; Accuracy, which adds a bonus to 
your chance to- hit and increases the 
chances of a critical strike and Speed, 
which detemi nes how fast your character 
can widd his or her weapon. This 
i nformati on wi 1 1 appear i n the rol I over text 
for each weapon. 

N ot al I weapons are created equal : You 
may find rusty and other poor quality 
items on your travels as wd I as fi ne and 
e/en exquisite weaponry. The qual ity of 
the weapon adds bonuses to the base 
weapons stdti sties Even modern firearms 
can be modified to increase the r power 
with lase sights and other adaptations 

Some weapons have mi ni mum 
Attri bute requi rements rqnresanti ng a 
particular difficulty in using those items 
For ©cample a Great Sword requires a 
high score in your Strength Attri bute to 
wield. Like/vise charade's with low 
Strength cannot wear some heavy armour. 

Al I weapons al so have three di ffeent 
stats Damage Accuracy and Speed. The 
damage numbe - is quite simply the 
amount of damage that you wi 1 1 i nf I i d on 
an enemy. Accuracy is the amount, which 
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is added to your base docteity, when 
calcul ati ng the chance of you hitti ng an 
enemy. I f a weapon has an Accuracy of 10 
and you have a Dexterity of 20, then the 
game wi 1 1 assume that you are attacki ng 
with a Dexterity of 30. Certain weapons 
wi 1 1 have an accuracy bonus whi I e othes 
wi 1 1 not, and this usual I y depends on the 
type of weapon, it's size ability to be 
wielded easily, etc. Finally, speed isthe 
amount of ti me it takes for your charade 
to s/vi ng the weapon agai n. I f the weapon 
that you are wielding has a high numbe - , 
then you will be able to swing this 
particular weapon faster than one with a 
low numbe - , which indicates that the 
weapon cannot be swung as easily. 

Beaded Weapons 

Bl aded weapons i nd ude 
anythi ng with a sharp edge 
and are pri mari ly found i n 
the Dark Ages but the/ 
conti nue to be used by same 
even i n the modem nicjhts 
I n game terns these sharp 
bl acted weapons do Ldhal 
damage 

O ne handed bl ades i nd ude anythi ng 
with a sharp edge or poi nty ti p. O ne 
handed weapons come i n a g-edt variety of 
shapes and sizes and are the most common 
armaments found in the Dark Ages The/ 
occupy the weapon dot on your charade" 
and can be used with ashidd. Examples of 
one handed bl aded weapons i nd ude the 
Dagge", Hand-Axe Broadsword and the 
feared Wooden Stake 

Two-handed weapons are less common 
and usual I y found i n the hands of 
professional soldiers Dueto the r size these 
weapons occupy both the weapon and shidd 
slots on your charade". Heavy, unwiddy, 
and quite dangeous ©<ampl es i nd ude the 
Great Sword, Bdtle-Axeand Spear. 
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Blunt Weapons 

Any weapon without a 
bl aded edge or sharp poi nt 
i s consi deed to be a bl unt 
weapon. I nstead of cutti ng 
the r targdts these weapons 
ddive thdr damage 
through hard, eushing 
blows Painful bruises 
broken bones and ruptured 
i ntenal organs are the result of attacks 
from these weapons I n game terns bl unt 
weapons cause Bashi ng damage 

One handed blunt weapons i ncl ude any 
blunt weapon that can be hdd in one 
hand. The/ occupy only the weapon slot 
on your charade and can be used with a 
shidd. Common ©camples include the 
Club, Mace and Flail. 

Two-handed blunt weapons are sl owe 
than thdr one handed cousins but are 
capabl e of dd i vei ng much more damage 
i n any gi vei attack. T hese weapons occupy 
both the weapon and shidd slots on your 
charade. Examples of these weapons 
i ncl ude the Q uartestaff and Warhamme. 


Ranged Weapons 

a I n both the Dark Ages 
and moden nights thee 
are many weapons that can 
i nf I i d damage from Efsr. 

T hess weapons are 
col I edi vd y rderred to as 
ranged weapons Some 
©campl es from the D ark 
Ages i ncl ude the Short Bow 
and C rossbow. M oden exampl es i ncl ude 
e/eythi ng from a si mpl e Pi stol to such 
heavy weapons as the Rockdt Launch©. A 
unique component of ranged weapons is 
Ammo, each ranged weapon uses a certai n 
type of Ammo and becomes usd ess once 
thdt supply has bean exhausted. Special 
Ammo types can enhance or even alt©, a 
ranged weapons affed. 


48 


49 




Thrown Weapons 

T hrown weapons are a sped al cl ass of 
ranged weapons T hese items are al I 
individually thrown at an opponent and 
di sap pear afte one use T hese weapons 
can be activated by equi ppi ng them i n the 
character's hands or by usi ng the Q ui ck 
I nventory si ots Exampl es i nd ude G reek 
Fire Holy Water, Concussion Grenades 
and Satchel Charges 

ARMOUR 

T hee are many types of armour 
available in V:TM - Redemption, rangng 
from si mpl e I edthe d othi ng throucjn ful I 
Gothic pi dte and moden tailored Kevlar. 

J ust I i ke weapons cetai n types of armour 
rra/ requi re your charade to he/e a 
minimum I e/d in an Attribute (normally 
Strength) to be able to equip them. 

Each piece of armour provides saak 
bonusss agai nst Bashi ng, Ldthal and 
Aggravated damage Some special armour 
will al9D provideprotedion from 
envi ronmental damage and even T rue Faith. 
Such special armour is vey rare i ndeed. 

Pieces of Armour 

Sets of armour usual ly 
come in individual pieces 
that can be equi pped i n the 
diffeent slots of your 
i nventory. H el mets need to 
placed on the character's 
head; gloves and gauntlets 
on the r arms and hands 
and large sets onto the 
charade's body slot: Thus a charade 
rra/ he/e a metal chest plate loathe 
gloves and no headgear dt all as his 
armour. Examples of armour indude 
Chain and Plate Mail, Tailored Armour, 
Full Helms and Motorcycle Helmets 


Shields 

Shi elds are a special class 
of armour thdt is equi pped 
i n the charade's 
shield/ utility slot. If you 
want to U9B a weapon that 
requi res both hands such as 
the H al bed, you wi 1 1 not be able to equi p 
a shield. Lika/vi9e you may have to choose 
between equipping a shield and equipping 
a uti I i ty item such as a torch. Shi el ds are 
more common in themedie/al peiod than 
today, with the exception of police riot 
shields Exampl e shields indude the 
Buckle and the Footman's Shield. 

OTHER EQUIPMENT 

Your charade can fi nd many othe 
pi eces of equi pment i n the Worl d of 
Darkness Some of these iters are meely 
cosmetic, othes can be powerful indeed. 

M ost of these items need to be equi pped 
i n the appropri dte i nventory si ot for thei r 
power to take affed. Othes requi re 
adivation by right clicking on theobjed 
i n question or adi vati ng then from a 
Quick Item slot with keys FI - F5. 

Utility Items 

The most common utility items that 
you wi 1 1 f i nd are sources of I i ght. Such 
items can be equi pped i n your charade's 
utility/shield slot thus negating the use of 
a shield or two-handed weapon. Examples 
include a Torch and a Flashlight. 

Rings and Jewellery 

Rings and jewellery are often meely 
cosmdic, but many conceal hidden 
powers You wi 1 1 need to equi p ri ngs on 
the charade's hands bracelets on his or 
he arms and a necklace about his or he 
neck. You may find magic ja/vel I ery that 
alters your character's Attributes makes 
the use of Disci pi ineseasie and many 
othe powers 
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Potions and Vials 

Rangi ng from witches bre/vs to modem 
pharmaceuti cal s poti ons can save a 
character's I ife H umans can use a range of 
salves and cures rangi ng from H ebal 
Salves (which restore I ost Health) to 
D i sease Vacci nes ( whi ch cure i nfedi ons ) 
Vampi res scorn such mortal concens 
cardul ly hoardi ng vials of vitae and othe 
strange blood with which to restore their 
strength. Kindred can find vitae in many 
forms i ncl udi ng si mpl e bottl es and 
mystically created Bloodstones Not all 
vitae is simple blood, and you may find 
strange blood vials with unpredidable 
dfeds such as Fae Blood or Elde I chor. 

To U9ea potion, vial or strange source 
of blood, right-dick on the item in your 
i nventory or use the Q ui ck SI ot hot- keys 

Scrolls 

Scrolls are anothe produd of sorceous 
research - the essence of a D isci pi i ne or 
N umi na encoded onto pape, the r powe 
stored to be rd eased at a late ti me 
H uman mages have created N umi na scrol Is 
that temporarily awaken the powe of 
human potential, and Kindred alchemists 
have made Disa pi ine scrol Is (also known 
as bloodscrolls) that unlock powerful 
Disciplines to any Cainite 

To use a scrol I , q the adivate it from a 
Quick Slot or right-click on it from your 
inventory. The powers icon will appear in 
your Adi ve Disd pi ine slot. You can use 
that powe once adi vati ng it as you 
woul d any othe D i sd pi i ne ( ri ght-cl i cki ng 
on an appropri ate targd). Using a scrol I 
costs neithe blood nor M ana, and you 
requi re no abi I i ty i n the powe be ng 
adivated, so these items are crest I y prized. 


Discipline Tomes 

T hee rare books contai n the Cai nite 
wi sdom of the ages reveal i ng secrets of the 
blood that unlock great powe. Each fabled 
tome is named dte a specific D isci pi i ne 


so, according to legend, thee is one for 
each D i sd pi i ne g-oup. T he charade that 
studies such a tome will unlock its 
Disci pi ine group and be able to develop 
powers from it. 

Treasure 

I n addition to items that you can 
equi p, you can fi nd many forms of 
treasure i n the game Such treasures range 
from negoti able currency (si I ve coi ns to 
modern cash), precious stones and even 
gold bullion. All of this treasure can be 
sold to mechants to allow your charades 
to buy the equi pment they need. 

ARTIFACTS 

U nique and extremely rare artifacts are 
handcrafted items with mystical powers 
Every artifad is a oneof-a-ki nd creation. 
Thee are a numbe of artifacts scatteed 
throughout the world, but examples 
i ncl ude the Ai nkurn Sa/vord, the M onocl e 
of Clarity and any number of Holy Relics 

Ainkurn Sword 

An ancient Cainite relic, this blade is 
rumoured to have been quenched i n the 
blood of an Antediluvian during its 
forgi ng. T he bl ade i s enti rely bl ack, with a 
matte look. 

Monocle of Clarity 

This de/ice created by theTremeefor 
the purpose of unmaski ng N osfeatu spi es 
appears a heavy gl as monocl e framed i n 
gold and silve filigree 

Holy Relics 

I terns i mbued wi th the venedted powe 
of Faith, the use of these weapons i s I i mi ted 
to mortals as si imply be ng i n the presence 
of one of these rd i cs causes pai n and 
discomfort to most su peridural creatures 
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To begin a Multi playe garner 9dect the 
M ul ti pi aye opti on from the M ai n M enu 
and then choose your mdthod of 
connection: LAN or Intend:. 

LAN GAMES 

LAN games are played over a Local 
Area Network. You will not need to login 
(assuming your compute" is constantly 
connected) and will betaken directly to 
your Haven when you choose this opti on. 
In a LAN game you will only be able to 
chat and pi ay with othe" users that are on 
the same LAN as you are 

Should you wish to find a wider range 
of games and pi aye's, you will need to 
connect to the I ntendt vi a WO N . 


INTFRNFT GAMPS 

Vampire The Masquerade- Rederpticn 
supports I ntendt play exclusively throucfn 
the World Opponent Network (WON). By 
sdecti ng I ntenet from the M ulti playe 
screen, you will betaken to the WON logn 
screen. H ee you are asked to i nput a name 
and pass/vord. Currently regsteed WON 
pi ayes may use the r ed sti ng account i nfo 
to log in. New pi ayes not yet regsteed 
with WON must dick on the Create 
M embe button to create a na/v WO N 
account, which is free of charge The 
process of creati ng a na/v WO N account 
takes place with your I ntenet browse, 
which will open automatically should you 
select this option. You must 9dect a WON 
name pass/vord and provide (optional) 
information to create an account. 


Remenbe: Both your Use Name and 
Pasa/vord are case sensitive 


The panels on the ric^nt-hand side of 
the logi n screen wi 1 1 take you to the 
websites of WON, Activision, Nihilistic 
and White Wolf. 
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THE CRYpT AND 

CHARACTER 

CREATION 

Whethe you i ntend to be a Storytd le 
or pi aye, the first screei you visit will be 
the Crypt, wheeyou can sdect a previously 
eested characte or eedte a neA/ one 

0 n the ri c^nt-hand a de of the C rypt wi 1 1 
be a list of all your mailable character 
listed by name and dan ^filiation. If you 
hi glnl i ght one of the characte names a 
summary of his or he abi I i ties as wd I as a 
full-body characte portrait will appear on 
the I dt- hand side of thescreen. If you have 
a lot of character i n your Crypt, use the 
scrol I bar to peuse the I i st of names unti I 
you fi nd the one that you are I ooki ng for. 

Should you wish to play that characte, 
hicfilicjnt it and hit OK. 

1 f you wish to permanently remove a 
characte from your Crypt, hit DELETE. 

To beg n eedti ng a neA/ characte, hit 
CREATE. 

To rdturn to the M ai n M eiu, hit 
CANCEL. 



CREATING A NEW 
CHARACTER 

Thee are seecl stages to crodii ng a neA/ 
characte, most of which ee fairly sdf- 
epledzory 

Should you decide you do not went to 
eedzeadneracte riejot now, hittheCANCEL 
button to rdtum to theMan Menu. 

Naming Your Character 

Your charade's name i s i mportant i n 
that it will be how you ee idetified to 
others T he name you do 0095 wi 1 1 colour 
peoplds initial expectations of your 
cheacte; for ecampl e othe pi ayes wi 1 1 
treat you diffeently if you call yourself 
Playe*Kille rathe than Lady Lilian 
D'Arcy. 

C hoose a name that you ee 
comfortable with ed that suits the style of 
play you most ooj oy. 

Selecting A Type of 
Character 

T he type of cheacte you pi ay 
ddtemi nes your supenatural status ed 
what powers ed vul nerabi I i ti es you might 
have You ce play a the as a Vampire a 
Hume or a Ghoul. 
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Vampi res beg n pi ay with the most 
basic vampi ric abilities (Feed and Blood 
H eal i ng) but are able to spend starti ng 
poi nts on three D i sci pi i ne croups 
accordi ng to the r clan. 

Ghouls are caujit i n the no- man's land 
between vampi res and the mortal herd. 
Gifted with blood and power by their 
masters the/ can use basic vampi ric 
D i sci pi i nes accordi ng to the r masters 
d an, but cannot feed I i ke a true vampi re 
The/ must rely on stored blood (vials* 
etc.) to restore the r dark power. 

A H uman is one of the herd, but no 
common mortal. Throuch faith, 
dedication or strange events* you can 
access the awakened powers known as 
Faith and Numina Lacking the g"eat 
supernatural powers of vampi res* or e/en 
ghouls a human character has to rely on 
equi pment for many tasks* such as heal i ng 
or dd'ending themselves A human 
character does not ha/e a Blood Pool but, 
i nstead, rd i es on M ana that regenerates 
slowly over ti me O ne major advantage of 
a human characto' is that he will not 
frenzy when damaged. As a result, the 
frenzy bar is replaced by your Faith I a/el, 
which indicates the level of strength and 
bd i d" that you are crusadi ng for the good 
forces i n the world. 

Selecting A Clan 

I f you are a vampi re or a ghoul , your 
choi ce of cl an is very i mportant. ( H umans 
may not choose a clan.) Your dan 
ddtermi nes your characters bl ood I i neage 
from Cai ne and ddn nes his or he" 
supernatural abilities: As a ghoul, you are 
9decting the dan of your domitor 
(vampi re master) whose bl ood ddn nes your 
supernatural abi I i ti es N i ne of the great 
Cainite dans are available to play in 
multi pi aye - games 


Starting Clan Disciplines 

Brujah - C deity, Potence and Presence 
Cappadocian - Ausp©<, Fortitude and Mortis 
Gangrel - Animalism, Fortitude and Protean 
Giovanni - Dominate Mortis and Potence 
M alka/ian - Auspex, Dementation and Obfuscate 
Nosferatu - Animalism, Obfuscate and Potence 
Toreador - Auspex, Celeity and Presmce 
Tremere - Auspec Dominate and Thaumaturgy 
Vmtrue- Dominate Fortitude and Presmce 


Each blood I i neage ddi nes itsdf 
through the D i sd pi i nes its members excel 
i n. Each cl an has i mmedi ate access to 
three D i sd pi i ne g-oups i n addi ti on to the 
common powers of vampi res and you may 
only spend your starti ng poi nts on these 
powes Choose your clan wisely, as it will 
ddtermi ne your characters future progress. 

Thee are also the Cai tiff, danless 
vampires who can chose from the full- 
range of D i sci pi i nes but pay geater 
experi ence costs due to the I ack of 
rd'inemeit in their blood. The starting 
D i sd pi i nes that come with the bl ood are 
always the cheapest for you to learn and 
enhance othe - Disaplines will always to 
harder for you to maste - . 

M ore ddtai Is on the vampi re dans can 
be found in Chapte - Six: the World of 
Darkness 

Defining Your Traits 
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The character creation screen functions 
exactl y the same as the character 
advancement screen, which isu9sd in 
Single Player (See Chapter Two). 

N ext to each Attri bute or D i9d pi i ne 
that you can spend expel ence to increase 
wi 1 1 be a cross d icki ng on that cross 
spends the expel ence necessary to raise 
that Trait to the ne<t level. The rollover 
text wi 1 1 provi de f ul I ddtai I s of the cost 
and, for D i sci pi i nes the mi ni mum 
requi remants 

Once you have spent your initial 
experience point a location, hit OK to 
conti nue 
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LAN GAMES: 

LOBBY AND CHAT 

When you join a LAN game you will 
begin in the LAN lobby. At the top Idt of 
the screen wi 1 1 be a list of a I the players 
on the LAN , and to the ric^nt wi 1 1 be a I ist 
of a I the games currently up. T he two 
wi ndows at the bottom of the screen are 
for ganeal (Lobby) chat and in-game chat. 
To chat with other pi Eyes on the LAN , 
ante your text i n the wi ndow to the IdL, 
and to chat to only the othe players i n the 
same game as you ante type the text i n 
the wi ndow to the right. You can useTAB 
to s/vitch bdtwean the two boxes 


The Create Game button a lows you to 
create your own game 

The PI a/e Setup button takes you back 
to the H aver 

Thejoin Game button aiowsyou to 
join a game that is running. First highlight 
the name of the game i n the wi ndow to 
the top left, and then dick this button. 

T he Start G ame button al I ows 
you to launch a game you have 
created or joined. 

The Game Options button will show 
you addi ti ona ddtai Is of the game you 
havejoi ned. 

The Cancel button takes you back to 
the rrein menu. 

Starting and Joining a 
LAN Game 

To join a LAN game that is a ready in 
progress hi ghl i ght the name of the game 
and dick thej oi n Game button. Afto - a 
fa/v seconds you will have joined the game 
and be able to chat to the other plaza's 
Whai you are ready to start a game cl ick 
on the Start Game button. 

N ote T he Start Game button wi 1 1 be 
g'e/ed out until the host/ Storyteller has 
started a game 

To create your own game dick on the 
C reate G ame button to go to the game 
creation screen. 
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INTERNET GAMES: 

THE WON LOBBY 
AND ROOMS 

Afte I ogg ng i n to the WON network, 
you will betaken to theCreating and 
C hoosi ng a Room screen. H ee thee wi 1 1 
be a I ist of the rooms currently open to 
pi ey Vampire in. The first room is always 
the Lobby, which is a permanent room 
that is always mailable Theothe rooms 
on the list are all player created. 

Choosing and Creating 
Your Own Room 

To join a room, highlight it's name 
and then click on thejoin Room button. 

To create your own room, click on the 
C reate Room button. You wi 1 1 be asked to 
name your room and can create a 
password for it should you choose 
N ote T he Vampi re Lobby i s al so 
access blefrom your I ntemdt browse - , go to 
http://vampirewon.ndt/ and sdect Elysium 
Chat, and you will beableto chat with 
other pi aye's without I aunchi ng Varrpi re 


Chatting, Starting and 
Joining a Gamf 

Once you havejoined a room, you will 
beableto chat with other players and 
create or joi n a game 

T he wi ndows at the top of the screen 
show the name of the room you have 
joined, the pi ayes in that room and any 
games that are currently runni ng. 

T he two wi ndows at the bottom of the 
screen are for general room chat and i n- 
game chat. To chat to othe pile's on the 
LAN , ante your text i n the wi ndow to the 
ld"t, and to chat to only theothe pi ayes 
i n the same game as you, ante text i n the 
window to the right. You can useTAB to 
switch between the two boxes You can 
only use i n-game chat for a game that you 
hcMejoi ned. 

The Create Game button allows you to 
eeate your own game 

The PI aye Setup button takes you back 
to the H aven. 

Thejoin Game button allows you to 
join a game that is running. First highlight 
the name of the game i n the wi ndow to 
the top Idt, and then dick this button. 

T he Start Game button al lows you to 
I aunch a game you have created or j oi ned. 

The Game Options button will show 
you additional detai Is of the game you 
he/ejoi ned. 

T he Caned button takes you back to 
the mai n menu. 






CREATE A GAME 

Whan you create your own game you 
have access to sa/eral opti ons 

First, you should choose the chronicle 
you want to pley from the list of available 
levds Two of the chronides are 
prescripted, which means that all of the 
e/ents and story I i ne ha/e bean setup pri or 
to the game launch. This makes it ease 
for the Storytd I e, si nee ^he will merdy 
ha/e to maintain the story or anbdlish it 
if ^heso chooses The two chronicles that 
are prescri pted are 'To C urse the 
Darkness" which is a Dark Ages tale and 
"Lea/es of T hree " whi ch takes pi ace i n 
modern day N a/v York. For the more 
seasoned Storytd I er, we have al so i nd uded 
blank chronicles which can be filled and 
altered to the Storytd I er's i magi nati on. 

T hese empty I a/d s are "London by 
N ight," "New York by N ight," "Prague by 
Night" and "Vienna by Nicjit." Also, if 
you simply wish to chat with othe pi aye's 
in one of the game I a/ds we have also 
i ncl uded empty salons T hese are smal I 
ona room areas where pi aye's can ente 
and i nteract as the r vampi ri c characters 
T he sal ons that we have i ncl uded are D ark 
Ages I nn, Pri neds M ansi on and the Rave 
Club. Finally, if you have a chronidethat 
you have saved previously, you can choose 
to load this dt this time as wd I . 


You can also password lock your game 
by enteri ng a password i n the wi ndow near 
the middle of the screen. To enable a 
pass/vord only game click on the box until 
it is red. You can give this password to 
your friends so that only th^ can joi n 
your games 

I n this screen, you can set toggles that 
rffect the game as a whole 

T he C o-op/C ombati ve toggl e 95ts 
whethe the players in your game will be 
able to attack oneanothe or not. The 
default "on" setting iscoopeative 
TheTrack Humanity toggle sds 
whdthe" you want the pi eyes in your game 
to suffer H umanity loss for evi I actions or 
not. Theddault "on" setting means that 
Humanity will be lost for evil acts 
The ST Moderation setting allows 
whdthe - or not the host can switch to ST 
mode duri ng the course of the game 
Thus the host can choose to dthe - play as 
one of the pi ayers or as the ST/PI a/&. T he 
ddault setting of "on" allows the host to 
become the ST at any ti me 

Fi nal I y, the Automati c Storytd I e 
opti on wi 1 1 enabl e j ava scri pts that are 
bui It i nto the chroni d e T he host can 
choose to dthe - have complete control of 
all story e/ents in the game or allow java 
scri pts to play out and sit back and watch 
the game e/ents transpi re With the 
dd^ault setting of "on," all scripts will be 
enabled. 

When you ee ready to begn, dick on 
the C reate Game button. You wi 1 1 be 
returned to the chat room you wee i n, and 
yourgamewill be visible to othe pi ^es 
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PLAYING IN A 
MULTipLAYER GAME 

T he controls for a multi pi ayer game are 
essenti al ly the same as those used i n the 
single pi ayer chronicle You move the 
cursor around the screen, clicking on 
9d acted targets to take an acti on. T he core 
diffo'eices ari se from i nteradi ons wi th 
other plaza's and the Storyteller. 

Controls 

T he core controls for your character are 
identical to the ones used in single 
player games 

Your character portrait has been moved 
to the Idt-hand side of the screen. I n place 
of the portrait wi ndow i n the centre of the 
screen i s the i n-game chat wi ndow. This 
area wi 1 1 display messages from other 
pi aye's and the Storytel I er. 

Chat/Tfkt Interface 

Repl aci ng the charader portrai t 
wi ndow i s the ne/v chat wi ndow. H ere 
messages from the other pi aye's and the 
Storytelle" will be displayed along with 
rollover text. To chat to other players hit 
"Enter" or click in the text box below the 
chat window, type your message and hit 
enter to sand it. The message will appear 
as be ng spoken by your character. 

T hee are sevaal sped al chat commands 
that you can U9ein multi plays' games 


Chat Controls for 
Multiplayer games 
(you must first hit "Enter" bdmre doing 
any of these commands) 


Whisper 

/ 

Whisper to ST 

. (full stop) 

Team Say 

, (comma) 

Emote 

: wave bow, menace 
taunt 

ST Emote 

; (doesn't show name) 

Shout 

! 

Roll one 
10-dded Die 

% (then hit Enter) 

Roll multiple 

%X (roll X dlOs 

10-dded Dice 

where the outputs wi 1 1 
be comma dd i mi ted) 


Rolling Dice 

For those that are U93d to the pen and 
papa" game the ST can use the 10-sided 
di e commands i n order to make it easi er to 
make a rol I . To use thi s command, bri ng 
up the chat window, type"%," and hit 
"Enter" to roll one 10-sided die or type 
"%X," wheeX is the amount of dice that 
you want to roll (eg. if you type "%5" 
and then hit "Enter," you will gdt five 
diffeant rol Is shown on your screen.) 

Game Menu 

Hit Escape to bring up the Game 
M enu: T hi s does not pause a multi pi aye" 
game The Game M enu has many of the 
same control s as the si ngl e pi ayer menu. 

Resume This returns you to the game 
in process 

Save As As a pi ayer, thi s forces a save 
of your character (to protect it from a 
crash or power surge for example) As a 
Storytel I s' this saves the current state of 
the chronicle into your multiplayer saved 
games folder. As the ST, you can then load 
thischronide up in the future if you wish 
to conti nue the game over anothe" garni ng 
session. 
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Revive If your character dies duri ng 
the course of the game you can choose to 
revive which will place you at the start of 
thechronide 

O pti ons This bri ngs up the game 
Options menu. 

Quit: Thisedtsthegameyou are in. 

STORYTELLING A 
MULTipLAYER GAME 

The Storytelle - has g-edt powe" as wd I 
as gedt respond bi I i ty. As a Storytd I er, you 
have geat control ova' the game be ng able 
to alts' events* add or del die objects or 
actors and bad cal ly control the game world. 

Core Storyteller Tools 

In Storytd ler mode you have a 
different sdt of controls over the game 
than do players All objects in the world 
will highl ight unde - your cursor. Click on 
an object to centre your camera vie/v o ver 
it; then you can use your Storytd I s' tools 
to alter, dddteor otherwise rffect it. 

To follow players through the 
chronicle you can ether dick on thar 
characters to attach your camera vi a/v to 
them or useTAB to a/vitch your vie/v 
bdtween al I the charades i n the game 
Thus if you happen to lose a pi aye" 
character, amply hit TAB, and you will 
a/entual I y f i nd him. 

T hee are seveal control s whi ch are 
excl ud ve only to the Storytd le i n a 
multi pi aye game 


Story Teller Controls 1 

End Possess on 

Til 

Place ST Head 

Right dick on 
target podtion 

Toggle Player and 
ST hud 

\ 

Ador Pane Toggle 

A 

Objed Pane Toggle 

O 

Controls Pane Toggle 

V 

Locations PaneToggle L 

Scenes PaneToggle 

S 

Jump to location 

ALT + Right 
Click 

Toggle Possess on 

P 


Object Pane 
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TheObjed Pane gives you the ability 
to add ne/v objects props or adors to the 
world. You can highlight an item from any 
of the O bj ed Pane I i sts and create i t i n the 
world at your current location. The item 
will i mmedi atd y be apparent to any 
players present and will intead with the 
world normally. 

CredteObjed: Hitting this button 
credes the sd sited item at your current 
location. The item you have sd acted appears 
in a text box above the man displ^/. 
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Short/ Long List: This toggles the 
display bdtween short (list of necessary 
items in a particular chronicle) and long 
(all the items in the game). 

Show Only Objects: This sdts the 
Object Pane display to show only objects - 
items that can be picked up and used by 
characters such as weapons and armour. 

Show Only Actors: This sets the Object 
Pane display to show only actors - N PCs 
that can move and interact with the world, 
for ©<ampl e enemi es 

Show Only Props This sets the Object 
Pane display to show only props - the 
background objects that add ddtailsto the 
world, such as trees 

Actor Pane 



T he Actor Pane shows al I the actors 
(N PCs) ct your characters current location. 
The item you have currently sdected 
appears in a text box above the main display. 

I n the mai n wi ndow, al I the actors thdt 
are in your current location will be shown, 
along with the current state of the r H ealth. 


Go To: This button shifts your camera 
poi nt-of-view to the currently selected 
actor. To do this dick on the actor's name 
that you want to vie/v, and then click on 
the "go to” button. 

Posses T his button al lows you to 
possess an actor so that you have access to 
hisor her abilities Once you have 
possessed an actor, any text messages you 
type wi 1 1 appear to come from that 
character, not your own. To possess an 
actor, click on the actor's name thdt you 
want to possess and then click on the 
"posses^' button. 

Revive This button instantly revives a 
character from death or torpor. It is most 
useful to revive fallen PCs but can restore 
an N PC also. 

Set Stance This sets a character stance 
between Talk, Neutral and Enemy. 

Talk: This stance sets the N PC asatalk 
only character. T he PCs wi 1 1 not be able to 
attack them. 

N eutral : An N PC i n N eutral stance wi 1 1 
not be ^/ai I able either to talk or to be 
attacked by the pi aye's This dfecti vd y 
sets them as backgound. 

Enemy: An N PC set to Enemy stance 
can be targeted by pi aye - attacks and wi 1 1 
actively seek to harm the players in the 
game Any opponents should be set to 
Enemy mode 

Delete This deletes the selected from 
the game You cannot delete pi eyer 
characters 

Kill: This automatically killsthe 
selected character 
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Advance Scene This advances the 
current scene to the next and makes al I 
necessary changes to the game worl d. 

Ski p to Scene T hi s j umps the chroni cl e 
to the selected scene ski ppi ng any 
i ntermedi ary scenes 

Controls Pane 


Locations Pane 




T he C ontrol s Pane gi ves you meta- 
control s over access to the game 

Automatic Storyteller 
Controls 

Al Enabled: This toggle turns enemy 
Al on or off. 

Lock Game This locks the game from 
any new pi aye's who attempt to j oi n. 

Lock Outside Communication: This 
I ocks any messages from outsi de the game 
(i .e from the chat room) from be ng 
di spiked. 

Elapsed Ti me T hi s shows the current 
length of ti me you have been i n the game 

Player List and Kick: This display 
shows all the players in the game The kick 
button to the right allows you to ban the 
selected pi aye" from your game 

I n addi ti on to these wi ndows thee are 
seveal control s avai I abl e from the mai n 
Storytelle Ul . 


T he Locdti ons Pane shows al I the 
I ocati ons avai I abl e i n the current chroni d e 
The one you have selected appears i n a 
text box above the mai n di spl ay. 

The list shows all the locations in the 
game the one you arecurreitly in is 
marked with a star ("*"). 

Go To: This instantaneously moves 
your character to the selected location 
Jump All PI aye's This command moves 
all the pi aye's in the game to the selected 
location. 


Scene Pane 


T he Scene Pane shows the pre-scri pted 
scenes i n the chronicle Scenes govern the 
played quests as well as unlocking cetain 
location in the chroni de 
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pAUSF Game 

This pauses all action inthegame 
prevmti ng character from movi ng outa de 
of a restricted radius This is useful for 
running conversational semes whileothm 
pi a/ms are d 93A/hme You can resume the 
game by d i cki ng thi s button a second ti me 

Storyteller Viewer 

By hitting the Storyteller Vie/ver 
button, you create the Storytd I er head: 
This is invisibleto players and can be used 
to mani pul ate the envi ronment wi thout 
your character bei ng present. T here are 
sa/eral uses for the Storytd I er Via/ver, 
i nd udi ng the fol I owi ng: 

T he Storytd I er i nterface was desi g~ied 
to be si mi I ar to the normal pi ay m i ntof ace 
(so it would be easy and familiar to the 
pi ayers) , whi ch means a thi rd- person 
carna'a emtri ng on your currently 
control I ed character. As the Storytd I er, 
you have the abi I ity to sdect j ust about 
anythi ng as your current character 
(pi ayms N PCs monies lamp-posts etc). 
This basically "sdect^' the object and 
al I ows the Storytd I er to take acti on upon 
it, one of which could bedddting it. 

Whm this happens you need an "object" 
for your vie/v to be emtred around 
(si nee the previ ous obj ect i s now gone) , 
and so the Storytd I m Vi e/vm is spawned 
at this position. 

The mai n usage however, is as a 3D 
"pointer." You can spawn the Storytd I o' 
Via/ver at your current position (say your 
carna'a was currmtl y fol I owi ng behi nd a 
pi aye r as he or she was wal ki ng around 
town) and use it to spedfy the position at 
whi ch you' 1 1 be addi ng a creature or 
object. You can walk the head around, just 
I ike a normal character, and can also 
tdeport it instantly to locations you see on 
the screen by using CTRL and right click. 


Advancement 

Whm you hit this button, the 
Advancement screen opens for each 
character ( i nd udi ng your charade") i n 
turn. The multiplayer Advancement screen 
is identical to the si ngle pi aye - screen save 
that, as the Storytd I er, there i s a pi us-cross 
next to the character's earned e<perimce 
If you click on this, a dialog box will 
open, al lowi ng you to assign a specific 
eeperimee a/vard to that charade". 

You can also spend e<perimcefor that 
charade" di redly by cl i cki ng on any of the 
crosses Whm you are done hit OK to 
move onto the next charade". 

Fi nal ly, the buttons to the Idt of the 
screen (replad ng the charade mode 
portrait) give you di red control over the 
item you have sdeded. 

possess 

This allows you to possess an ador of a 
pi aye" in the game giving you full control 
over his or he" movements and abilities 
O nee you have possessed an ador, any text 
you enter as chat wi 1 1 appear to come from 
hi m or he" and not your charade. 


This instantly revives the sdeded 
charade, bri ngi ng them back form death 
or torpor. 

Stance 

This sds the adors stance bdtwem 
Talk, Neutral and Enemy. Be careful 
sdti ng a stance othe" than Enemy for a 
pi aye" charade, as thi scan detrimentally 
affect game pi ay 

Delete 

T hi s al I ows you to dd die the currmtl y 
sdeded item from the game world. You 
may not ddete player charades 
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Character Mode 

Whm you s/vitch into charade" mode 
the normal charade screm replaces your 
Storytd I e tool s T he onl y excepti on be ng 
that underneath your charade" portrait is 
a button that returns you to Storytd I e" 
mode You can go i nto charade mode 
ether in your charade" body (to 
©eperi mce the game as a pi ayer woul d) or 
i n the form of any of the N PCs 

CREATING YOUR 
OWN MULTipLAYER 
CHRONICLE 

T he si mpl est way to create your own 
chronicle is to U9S one of the empty hubs 
we have i nd uded with the game (each 
based on the si ngle pl^/er chronide but 
empty of monsters quests and items) and 
thm populate it using the Storytd I e" tools 
With the ST tools you can easily go 
through the I e/d and pi ace memi es at 
your I d sure O nee you have compl ded 
your own vmsion of the levd, you can save 
it by hitting the Escape k^ and thm 
dicking on Se/a 

For more advanced use's the overal I 
engineToolsd, which is known as the 
"Nod Eng ne" will berdeased to allow 
pi ayms to create more compl ex chroni cl es 


Within the Nod Engine the playm will 
have access to the "Codec" tools which 
you can use to create your own scri pted 
emits and alter the parameters of various 
facets of the game T he prog"ammi ng 
language of the Codex: tools is based on 
Java, with lots of special native function 
cal Is that allow you to interact with the 
gameengi ne 

The editing tool, which is known as the 
"Embrace" is based on QERadiant, which 
is used to edit Quake levds It is basically 
a brush- based system where you place 
walls floors etc., and the editor compiles 
all the information to create a runnable 
levd fileforyou. PI ease note that it is not 
BSP-based I ike Quake so although the 
tool looks the same on the surface the 
resul ti ng I evd f i I es are not compdti bl e and 
not dt all similar. 

T hose of you that are i nterested i n 
creati ng your own chroni d e shoul d take a 
look at Activision's V:TM Redarpticn site 
( http:// www. acti vi si on. corrY garnet vampi re' ) 
and othm onl i ne sources for i nformdti on. 

PLEASE NOTE: the use of the 
"Embracd' and "Codec" is up to the user 
diserdtion and risk. Hdp with the editor is 
not supported by Activision Customer 
Support. 
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The world of Varrpine The 
Masquerade is not our own, thouc^n it is 
d 09 a anouc^n for fearsome di scorrfort. 

Rdther, the world inhabited by vampires is 
likeours but throuc^n a looking c^ass 
darkly. Evil is palpable and ubiquitous in 
this world; the Final Nights are upon us 
and the whole pi and: teste's on a razor's 
edge of tension. It is a world of darkness 

Supefiddly, the World of Darkness is 
I ike the "real" world we all inhabit. More 
present than in our world, thoucb, is the 
undercurrent of horror — our world's ills 
are al I the more pronounced i n the World of 
Darkness Its fears are more real. Its 
govenmants are mere degane'dte Its 
ecosystem dies a bit more nic^nt. And 
vampi res exi st. 

M any of the diffo'ences between our 
world and the World of D arkness sten from 
these vampi res or K i ndred as the/ refa - to 
therodves And ant and inscrutable the 
Ki ndred toy with humanity as a cdt does 
with a trapped mouse T he i mmortal 
K i ndred mani pul dte sad ety to sta/e off the 
ennui and malaise that threaten then 
ni ghtly or to guard agai nst the madni ndti ons 
of canturies-old rivals Irrrmortdity isacursa 
to vampi res for the/ are locked i n stagnant 
existences and dead bodies 


THE GENERATIONS 
AND CAINE 

Onewa/ the Damned distinguish 
thamsdves isthrouefn a combination of age 
and gana-ati on, or how far removed a 
K i ndred i s from the progeni tor vampi re 
Caine Young vampi res must prove 
themsd ves to the r d da's to be dTorded any 
bit of stdtus and Kindred soadty is often as 
stagnant and stultifyi ng as the i mmortal 
Damned theri9dves Thee is a small degea 
of mobility, howa/O", asdde Kindred are 
always looking for assdsand allies who ma/ 
aid them agai nst the r rivals i n thej yhad. 

T he gedtest status i s accorded to the 
Antedi I uvi ans vampi res of theT hi rd 
Genedtion. M ost vampi res cons de thess 
Kindred to be legendary — cetainly, none 
has been veifiably seen in the moden 
nicfits The lowest rung of status is hdd by 
rank neonates and the danless Caitiff, those 
darned by no dan or with blood too weak 
to trace a prope I i neage 

• Antediluvians These ancient 
vampires if th^ exist at all, arelikdy the 
most powerful creatures in the world. 
Members of theT hi rd Generation, the 
Antedi I uvi ans are onl y two steps removed 
from the Fi rst Vampi re C ai ne 
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Antediluvians whan the/ choose to rise from 
thdr long sleqo, dTect all with whom the/ 
come i n contact; accordi ng to the few 
fractured accounts of the r doi ng the/ 
possess virtually godlike powac In Kindred 
legend, thee wee 13 orignd Antediluvians 
thouc^n same hae al legedly bean destroyed. 
Thdr diemal struggle the J yhad, touches all 
Kindred, and innumeablel^esof 
mani pul dti on and decqotion make the plots 
of these And ants almost impe'cqotible 

• Methusdahs I f the Antedi I uvi ans are 
the Ki ndred's gods the tari ble Mdhusdahs 
are deni gods and a/dtars At a point 
bdwean a vampi rds thousandth and two- 
thousandth year, a gae change ovotakes 
the Kindred. Somdtimes the change is 
physical, while dt otha" times it is mental or 
emotional . Whdte/Q- the nature of the 
change the and result i s that the vampi re no 
longa" bears any semblance of humanity. 

H a/i ng truly moved from the earthly i nto 
the real m of the supamdturd , the 
M dthusd ahs often rdti re i nto the earth, 
whee the/ ma/ si umba - , awa/ from the 
thi rsty fang of younga- vampi res T ha r 
pc wes are so gedt, howa/O", thdt the/ 
conti nue to di rect the r i nscrutabl e pi ans 
mentally, oommuniedting magcally or 
tdqodthicdly (and drrost dw^/s invisibly) 
with thd r rri ni ons 

K i ndred gedtl y fear the M dhusd ahs 
who are accorded any numbe" of horrifyi ng 
charactai sti cs Rumours speak of 
M athusEl ahs whose d<i n has become stone 
of e/e"ythi ng from hi deous di sf i guremants to 
unearthly beauty thdt cannot be looked 
upon. Some are bdieed to dri nk only 
vampi re blood, whi I eothas control thefdtes 
of anti re ndti ons from the r cold tombs 

• Elders: El do's are Kindred who ha/e 
exi sted for hundreds of years and typi cd ly 
rang from s xth to a c^nth ganedti on . W i th 
centuries of accumuldted cunning and a 
teriblethirst for pc mor, dde" Kindred are 
the most physically activa parti a pants in 
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thej yhad — th^ do not suffer the long fits 
of torpor that harnpe the M dhusdahs and 
Antediluvians but the/ are not 93 poweless 
or easi ly mani pul ated as the younge 
Kindred. The term "elde - " itsdf is a bit 
subjective; a Kindred who qualifies as an 
elde in the Nav World micht bejust 
anothe and I la in Europe or olde corner 
of the Earth. E Ido's keep a strangldnold on 
the Kindred powo structure profiting 
youngo vampi res from attai ni ng posi ti ons 
of i nfl uance by e<od si ng control the/ have 
maintained for decades if not centuries 

• And Mae And II ae are rddtivdy young 
vampires (bdtweei one- and two- hundred 
years of uni ife) who have proved themed ves 
as valuable merinos of Kindred soadty. 

And Mae are the lackeys to gedte" Kindred 
and — if th^re da*Er or lucky — 
tomorrow's d des And 1 1 a i s the rank 
between neonate and ddo, signifying that 
the Ki ndred has cut ho tedzh (93 to sneak) 
but lacks the age and ©<peionceto become 
a true masto of thej yhad. Because the 
worl d's popul ati on has gown 93 i n the I ast 
two centuries the vast majority of vampires 
are and I lae or neonates (9ae bdow). 

• Neonates Necnates vary from newly 
rdeased fledglings to indolent Kindred of a 
hundred years or more M arked by the 
stigma of not ydt having proved thomsdves 
to the d dos neonates are i nexpoi onced 
vampi res who mi cfnt one ni ^nt make 
93md:hi ng of thonsd ves — but, more 
likdy, will fall as pa/vns i n the schemes of 
the otho undead. 

• Fledcjings Also known more loosdy 
as "chi Ido"" (although e/ery vampi re except 
Caineissomeondschilde), fledcjingare 
ne/vly reborn vampi res sti 1 1 under the 
tutd age and protecti on of the r si res the 
vampi res who created them. F I edgl i ngs are 
not considered full members of Kindred 
sod ety and are often treated disrespectfully 
or as the si rds propety. When he" si re 
deci des he" chi I de i s ready, the f I edgl i ng 
ma/ become a neonate subject to the 

pri ncds approval . 


THE CLANS AND SECTS 

If the myth of the Antediluvians isto be 

J ^'^/ed, Cane 9 red a numbe" 
irogeny, who then sired 
lilde* themed ves The9e 
ii Ide, accordi nc^y of the 
Third Gene^tion, wee the 
progenitors of the modem 
dans and all vampires 
descended from them 
hared common Traits and 
haracteri sties Cetainly this 
i true to some degee as 
— “ r% eadn dan hasa^t of vampiric 
powe"s its members I earn 
more readi ly than othes 
and each dan also ha6 a distinguishing 
weakness or charade" flaw by which its 
membes ma/ be identified. 

Li neage is i important to the Ki ndred. 

T houch they are I ones and typical I y dnun 
each others company by nature the 
Damned placegedt value on ther he"itage 
T he honour a vampi re i s due stems from 
dan as much as generation, and even the 
most dull-witted Kindred is ^forded some 
modicum of reqaect if his legacy demands it. 

Thee are 13 known dans each 
supposedly spawned by one of the 
Antedi I uvi ans but whi spes a rcul ate 
through the Kindred world about "I esse" 
dans or "bloodline^' that branched off from 
the r parent gen eel og es goma/vhee i n the 
ni ghts of hi story. Few vampi res have eve 
mdt Kindred daimingto hail fromthe9e 
mystei ous bl oodl i nes and few of these have 
turned out to be anything more than Caitiff 
with ddusionsof 9d f- i importance For more 
information on the d ans themed ves please 
rd"e to the section on dans which is located 
late in this manual. 

Sects are goups of vampi res that 
supposedly share a common ideology. The/ 
are a modem contrivance but an i important 
one M ost vampi res bd ong to one sect or 
anothe"; othes d aim indqaendence no 
prd'eence or that the/ are sffi I i ated wi th 
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THE BEAST AND 
HUMANITY 

M any of a K i ndred's f i rst ni ghts are 
spent learning what it means to be 
undead. Thechilde ine/itably meats her 
Beast — the wi I d, uncontrol I abl e monste" 
i nside he" that thrives on terror and 
bloodlust — and eithe" fa Is to frenzy or 
learns early on how to subj ugate its wi Id 
call. T he si re offer ad and guidance 

i n thwarti ng the Beast, or he ma/ watch as 
it ovetakes hischilde then admonish he" 
for weakness afterward. It is now that the 
chi I del earns that undeath is indeed a curse 
— despite the power brought by the 
Embrace she is no longer enti rely heself 
and must fore/e" be wary of the H unger 
that burns i nside he". 

Also at this time a Kindred learns — 
too late! — to appreciate the emotiona 
capacity possessed by mortals As a 
vampire the chi I dds heart has died, 
leavi ng he" a cold corpse i ncapable of truly 
feel i ng anythi ng. M ost vampi res 
compensate by maki ng themsel ves fed , 
conjuring up memories of emotions long 
dead. These I ast vestiges of humanity are 


ther dan, not a 9cct. The set known asthe 
Camarilla is arguably the largest and most 
pre/alent in the modem nights though its 
rival the Sabbdt has recently made 
cons deabl e i nroads agai nst it and sti 1 1 
opposes the Camarilla sL evey turn. 

The Camarilla came about in an attempt 
to hoi d vampi re sod dty togdthe" agai nst the 
power of the I nquisition i n the 15th century 
Unde" its iron guidance theTradition of the 
M asqueade gew from a cauti ous suggesti on 
to the gui di ng pri nd pi e of K i ndred I ife 
Even tonight, the Camari I la concerns itself 
with the enforcement of the M asqueade 
hiding among humans lest it be destroyed. 

TheCamarilldscrdnenem/ isthe 
monstrous sect known as the Sabbat. Whi le 
the "Kindred" of theCamarillaespou9e 
conceal i ng them^ves among mortals and 
ma ntai ni ng the tdeteed vesti ges of the r 
H umenity, the Sabbat favours a diffeeit 
philogaphy Not content to cowe like bedtei 
dogs from humans nor to act as pawns i n the 
gchemes of the r ddes Sabbat vampi res 
instead prde to revd in ther undead nature 
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al I that separate then from raven i ng rage 
from falling to the Beast compldtdy. 
Despeation is al I that renainsin the hearts 
of many vampi res as the/ real i se what the/ 
have lost as tha r mortal saves died. 

T he uni ife of a vampi re is a I itany of 
bleak relations Many Kindred cannot 
cope with the terrible ne/v world of night 
i nto which the/ have been reborn and 
choose to meat the obi i terati ng rays of the 
sun rather than continue the r existences 

THE TRADITIONS 

T he Si x T radi ti ons that f orm the I aws of 
vampi re sodaty are bd ieved to have been 
passad down 3 nee the wars that slew the 
Second Generation. The/ are rardy written 
down, but the/ have nae - been forgotten, 
and the/ are known by dl Kindred in same 
form Even vampi res who scorn the 
Traditions know then; thoucp the r specific 
wordi ngs may vary, the i ntent bdni nd then 
nae" fdtes 

It is a popular Camarilla concdt that a 
3 re red te theT radi ti ons to hi s chi I de bdbre 
that chi I de i s recogni sad as a neonate Some 
pri nces stage gand spectad es to honour new 
chi I da's transiti on from fl edej i ng to neonate 
whileothesneed not even witness the 
rd ease trusti ng the 3 re with the prope - 
execution. Almost dl chi Ide" learn the 
T radi ti ons wd I bdbre thi s red tati on, but the 
act is accorded gedt symbolism and gravity 
in Camarilla dTdrs Staunch supportes of 
the Camari 1 1 a and theTraditi ons md ntd n 
that a newly Embraced Kindred has not 
truly become a vampi re until ha" sjreqoeaks 
theTraditi ons to he". Obviously, the 
T radi ti ons are quite a san ous matte", and the 
3 re is hdd accountable for the chi Ide unti I, 
by qoeaki ng then to he", he makes he" 
responsi bl e for uphol di ng the code hesdf. 

Some vampi res bdi eve that Cdnehimsdf 
created theTraditi ons when he 3 red his 
chi Ide - and that what rroden vampi res 
follow arethdr progenitor's orignd wishes 
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The Second Tradition: The Domain 

Thydomdn is thy concern. All othes owe thee respect while in it. None may 
chd I ange thy word i n thy domd n. 


The Third Tradition: The Progeny 

Thou shdt sireanothe" only with permission of thinedde. If thou createst 
anothe without thi ne dde^s leave both thou and thy progeny shdt be sid n. 


The Fourth Tradition: The Accounting 

Those thou create are thine own chi Ide. Until thy progeny shd I berdeassd, thou 
shdt command then i n d I thi ngs T he r si ns are thi ne to endure 


The Fifth Tradition: Hospitality 

H onour one another's domain. When thou comest to a foregi city, thou shdt 
present thysdf to the one who ruldth thee Without the word of acceptance thou 
art nothing. 

The Sixth Tradition: Destruction 

Thou art forbidden to destroy anothe of thy kind. The ric^nt of destruction 
bdongdth only to thinedde. Only the ddest among thee shd I cdl the blood hunt. 





for his descendants Othes howeve, think 
that the Antedi I uvi ans created than to 
md ntd n control ove the r chi I de or that 
the/ wee si mply a set of common- smsa 
i deas that wee uphd d ove the mi 1 1 enni a 
because the/ worked. TheTraditi on of the 
M asqueade for example isthouept to 
have exi sted i n some form si nee the ni c^nts 
of the First City, but it changed in response 
to the Inquisition. 

A numbe of young vampi res chi Idran of 
themoden world, see theT radi ti ons as 
bd ng rredy a tool of the ddes to md ntd n 
the r strancj dnold on Kindred soadty, and an 
anti que tool at that. T he ti mes that 
produced the need for the M asqueade are 
ovo" and done and ant history Cdne 
Gdnanng the Antedi I uvi ans — dl myths 
with about as much substance as the Flood 
or theTowa" of Babd — and dl for the sake 
4 > 


of control I i ng the younga" gana"dti ons I t's 
ti me to drop theT radi ti ons and livein the 
modan age The vampi res of the Sabbat 
rabi dly adha"e to thi s reason i ng and the r 
3Com for theTraditi ons is one of the pri mary 
moti vdti ons bdni nd tha r constant attacks on 
the and ant powm structures 
Most d das sae the young as 
taTpaamantd adol escants who thi nk the/ 
know anything but who lack the wisdom 
and expaieoce of age As many of the rdods 
are anarchs and neonates mostly powaless 
and without voice in Kindred soadty, it 
should come as no gedt surprise that the/ 
are so wild. H oweve; not evey dda" takes 
such an indulgant viewpoint. Many fed that 
the redd ess whd ps who demand the 
Traditions be dropped ma/ gdt tha r wish 
whan the/ bri ng mortd soadty down on 
the r heads N dturd sdection takes care of a 
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fa/v of these but such Section has 
occasionally been "assisted” by a prince 
exaspe"d:ed beyond patience with a 
particularly recalcitrant young vampire 

W hat fol I ows i s the most common 
wording of the Traditions Bear in mind 
that this is the phrasing used by elders 
and on formal occasions The wording 
may change accordi ng to the clan, the age 
of the vampi re speaki ng or si mpl e 
ci rcumstance D uri ng a chi I dds 
presentati on to the pri nee she may be 
required to recite theTraditions as proof 
that her si re has taught them to he". 

LEXICON 

The Kindred havether own dialect of 
specialised words and phrases Vampires 
have a tremendous capadty for double 
tal k; what the/ say often means someth i ng 
other than its literal interpretation or 
something in addition to its simple 
meaning. 

Beast, The: T he i nchoate dri ves and 
urges that threaten to turn a vampi re i nto 
a mindless ra/ening monster. 

Camarillo The: A 9sct of vampires 
devoted primarily to maintaining the 
Traditions particularly that of the 
M asquerade 

Chi I dec A vampi re created throuc^n the 
Embrace — the chi I de i s the progeny of 
her sire This term is often used 
deogatori ly, i ndi cati ng i neepei ence 
Plural childe". 

Clan: A grnup of vampi res who share 
common character sti cs passed on by the 
Blood. Thee are 13 known clans all of 
which wee reputedly founded by 
membes of theT hi rd G eneati on. 

Coterie: A group of Kindred who work 
togdther unde a common purpose 
whdthe this be clan, gang, warti me or 
even diplomatically related. 


Embrace The: T he act of 
transform ng a mortal i nto a vampi re T he 
Embrace requi res the vampi re to drai n he 
victim and the replace that victirrfs blood 
with a bit of he own. 

Generation; The numbe of "step^' 
bdtween a vampi re and the mythical 
Cai ne how far deseeded from the Fi rst 
Vampi re a give vampi re is 

Ghoul: A minion created by giving a 
bit of vampi ric vitae to a mortal without 
draining he of blood first (which would 
create a vampi re i nstead) . 

Jyhad, The: Thesecrdt, sdf-destructive 
war waged betwee thegeeations Elde 
vampires mani pul ate their I esses using 
then as pawns i n a teri ble game whose 
rules ddy comprehesion. 

Ki ndred: T he race of vampi res as a 
whole or a single vampi re 

Masquerade The: The habit of hiding 
the existence of vampi res from humanity. 
Designed to protect the Kindred from 
destruction at the hands of manki nd, the 
M asqueade was adopted dte the 
Inquisition claimed many Kindred unlives 
Sabbat, The: A sect of vampi res that 
rejects humanity, embraci ng the r 
monstrous natures The Sabbat is bestial 
and violent, prderringto lord ova" mortals 
rathe" than hide from them 

Sect: A grnup of Kindred arguably 
united unde" a common philosophy. The 
two most widely known sects currently 
popul ati ng the ni ght are the C amari 1 1 a and 
the Sabbat. 

Si re: A vampi rds "parent”; the Ki ndred 
who created her. 

Torpor: T he death I i kesieqn common to 
the undead, particularly among anaent 
vampi res T orpor ma/ be entered vol untari ly 
(cetai n undead, weary of the current age 
ante" torpor i n hopes of reawaken i ng i n a 
more hospi tebl e ti me) or involuntarily 
(thoucfi wounds or loss of blood). 
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THE LONG NIGHT AND 
THE FINAL NIGHTS 

The Dark Ages 

In the centuries 
bdbre the modern 
ni c^nts the K i ndred 
skul k throuc^nout the 
yj f , , Dark Medieval world, 

whe"e the shadowy si des 
of fantasy and reality 
i meat. Things are a little 
more si ni ste, and the 
wi nd bl ows a I i ttl e 
ii ir ~ colde" on a moonless 
winters nic^nt. But it is 
an exati ng ti me to be al ive nondthdess . . 
and an even more ecati ng ti me to be 
among the wal ki ng dead. 

O n the surface I ittle diffes from the real 
medieval age; castles san/e as both homes 
and fortresses to the nobi I i ty, whi I e most 
peasants count themsd ves I ucky to I ive with 
the r fami I ies i n drrfty one room bui Idi ng=L 
Wars are fouejnt i n the name of God and 
man, and to speak out against onds liege is 
both blasphemy and treason. But in the 
darkest hours of the ni c^nt, undead spi ri ts i n 
thednapeof man walk in the shadows... 

The so-called Dark Ages of our world 
wee the pen od bdtwaan the fall of the 
Roman Empi re end the beg nni ng of the 
Renaissance The c^ory that was Rome 
crumbled, and the roads and bureaucracy 
the empi re had brouefnt to the conti nent 
quickly fd I apart. Trade decreased, and most 
people wee too busy si imply tryi ng to 
survive to spend ti me I earn i ng to read and 
write Knowledge of science and technology 
common during Roman occupation was 
forgotten, and a doud of superstition 
descended on thd/Vestem world. 
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Ti mes wa"e difficult for the common 
man duri ng thi s pan od. M araudi ng armi es 
sacked towns and pillaged villages Cities 1^ 
i n rui ns M ost of the art produced duri ng 
thi s ti me was portabl e and often practi cal , 
such asjewdley and pottey. Even some 
rulers were illiterate and only in scattered 
Christian monaStenesdid readings writing 
and acadeni c I earni ng conti nue M ost 
peopl e wee farme's nee" blessed with the 
luxuries of art or learning, living hard dnort 
lives more risk from disease and 
starvation than from invasions 

But the "dark" part of Dark M edia/al 
means somdihi ng more and i s not restri cted 
to a angle decade or century. T he shadow 
that has fallen across much of Europe is a 
moral darkness a rej action of the spiritual. 
Respect for onds fd low man has bean 
ed i psad by the da/-to-da/ strugc^ e to 
survive M any commoner obe/ the I aws of 
God and man more out of fear of the 
consequences than from any real be! id 1 in 
what i s "good" or "ri cjnt. " T he vampi res who 
hold much of the powe rule unchecked and 
rardy face the consequences of the r acti ons 
But the mortal world will not live in fear 
fonevEr, and the da/ ma/ come whan the 
living will ri se up against the preddtors in 
thdr midst. 

I n the centuri es that fol I ow the D ark 
Ages vampi res I earn the i importance of 
hidi ng t hared ves awa/ from mortd e/ss 
I nquistions of Church and state dad mate 
the Canite population, and only those who 
are able to bland into morta soady survive. 

But those nights seem distant i n the 
Dark Ages I n the mi nds of most mortas 
vampi res are creatures of the Dai I, to be 
feared — and a the" foucfnt by the Church 
or avoided antirdy. With the powa" of the r 
vampi ric Disciplines and a cunning bom 
from centuri es of expel an ce some vampi res 
sd themsd vss up as lords of outlyi ng areas 
taki ng thd r tithes of bl ood from any 
unfortunates who pass by. O tine's i nfl uence 
the morta rulers of the land, through 
potent bl ood oaths and the work of thd r 
hdf-morta ghouls 


/ 
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CAINITES AND SOCIETY 

Dark Media/al society isfeudd, with 
powa" and rank dependent upon lands 
hdd and military might. I n the media/al 
world thee is no such thing as "equdity of 
opportunity." If your family is powerful, 
than you will have an immediate and 
tang bl e advantage over others I f your 
family mamba's are peasants you will live 
in poverty and die young. A man's rank is 
ddtemined by his birth. A woman's rank is 
ddtermi ned by he - husband's 

Medieval men divide themsdves into 
those who fight, those who work and 
those who pray. 


Nobility 

T he nobi I ity are the mi I i tary, 
landholding class Thegeat nobles own 
the land; pdtty nobles rdtain tracts of land 
i n exchange for mi I i tary savice and 
mone/. M any nobl es are trai ned from thd r 



youth to fic^nt and are equipped with fine 
armour and weaponry. On a da/- to- da/ 

I evd , howeva - , the/ are ad mi ni strdtors and 
ci vi I savants — runni ng thd r I ands 
enforci ng royal law, commanding garrisons 
worki ng as offi cas of the I a/v courts or as 
senior savants in ryal households 
Cainiteswho dwdl 
among the mortal 
nobi I ity ha/e a dual 
existence The/ must 
function within the 
soadty of other nobles 
and lord ova" the lands 
and peopl e of thd r f i ds 
J ust as mortal nobles 
ha/e responsi bi I ities 
to thd r oval ords 
and undeT ngs so do vampi re I ords Yd: 
Cainite nobles also ha/e responsibilities to 
thdr undead kind, whdtha - in positions of 
authority or subservience 


/ 
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The difficulties of observing the 
responsi bi I i ti es of mortal genti I i ty ari se 
from be ng undead. Vampi re lords cannot 
appear bdbre thei r underl i ngs and sats 
duri ng the day and must arrange al I sffa rs 
to occur at night. Such nocturnal 
beha/iour cannot go unnoticed for long, 
and that is whan supastitious rumours 
spread among the mortals 

The best way for a Cai nite lord to 
manage her mortal sffa rs mi ght be 
through kine proxies or c^iouls A shaiff 
can be an defective tool at enforci ng the 
laws and seeing justice done while a 
9eneschal can arrange the affai rs of the 
manor house Of course should thae be a 
da/ti me emergency 

T he fact i s a feudal nobl e hoi ds stabl e 
powa whan his authority can be directly 
attri buted to a name and a face Whan 
many subj ects fai I to see the face of the r 
master, it is easier to blame problems on 
him. Sti 1 1 , theds much to be said for the 
omi nous si I houdtte of a I ord standi ng atop 
hi s battl aments the moon casti ng hi s 
col d shadow across the cri ngi ng mortal 
sauls below. 

Other difficulties of feudal authority lie 
i n reconci I i ng mortal and i mmortal powe. 
How does a duke explain his meekness 
before a mere baron who comes cal I i ng 
^te sunset? I f a noblds Cai nite authority 
spreads much further than his mortal 
authority, how does he explai n the 
presence of some of hi s ghoul s i n the I ands 
of anothe mortal lord? And what of a 
group of rebel I i ous vampi res who won't 
answe to a mortal oval ord, but will 
ana/ve to a lessa lord, who also happens 
to be the I ocal C ai ni te pri nee? 


Peasants 

The medieval masses ae the 
JM peasants — thefarmas who ti 1 1 
the nobl e£ fi d ds T he more 
fortunate are Ti reanai, " who 
rant land from the nobles 
worki ng the r plots i n return 
for hea/y rants tithes and 
taxes T he I ess fortunate ae 
"sefs" peasants who aethe 
si aje s of the r nobl e mastes who 
own nothi ng — not o/en the r 
own bodies A saf pays hea/ie 
taxes ad ma/ not marry or 
movea/v^ without his lord's pamissi on; if 
a saf is assaulted, the attacke must pa/ a 
fi ne or compensdti on to the saf 's I ord for 
damag ng his "propaty." 

Althou^n mortal social dasassha^/e little 
beaing on Cai nite sod dty, it is difficult for 
neonates ad othas s red si nee the ti me of 
C harl amagne to recogni se the promi nance 
of same vampi res ova othas Vampi res 
with such limited vis on haueparticula 
difficulty with Cainiteswho wa"edra/vn 
from or exist among the mortal peasantry It 
isdifficult for a na/vly sired vampire who is 
a noble or dagyman in mortal sodety, to 
take ordas from a vampi re who i s ostans bl y 
a mortal freeman. That is the paadoxi cal 
nature of Cai nite sad dty, thouc^n, and the 
na/ucoma who cannot adapt quickly is 
short- lived. 

Vampi res who ©<i st among ki ne peasants 
do bear a tarible burden, though. To try 
to remain true to ha forme lifestyle a 
peasant Cai nite must somehow account 
for ha absence duri ng the dayti me whan 
a/eryone else in the manor or town is 
worki ng. She is also expected to go to 
Mass with a/eyone d 95 and would be 
missad at the frequent festivals that manor 
I ords often al I ow the r serfs 
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A cl a/e Cai nite who still lives as a saf 
could make ghouls of the ric^nt people and 
justify ha strange beha/iour as part of ha 
sevices "at the manor house" The local 
gossi ps could also be control led to ensure 
that no ill word is spread or that rumours 
ae actually squelched. Ultimately, thouejh, 
most vampi res who are chosen from the 
peasantry break thar mortal social bonds 
ad seek higha lifestyles Why be a 
predator of humans while living a lie as 
the r pr^? 


\ Clergy 

The Church is the single greatest 
institution in the medieval world. 

Arguably it is the only important 
institution. The Church runs the 
universities ad cathedral schools of 
medieval Europe educati ng the sons of the 
wealthy ad powaful . It appoi nts priests 
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to local parishes ad from a/ery pulpit, 
those pri ests tel I the peopl e to obe/ G od 
ad thar mortal masters Fa/v people 
outside the Church ca read, nor do th^ 
own books The monasteries ad 
cathedrals of Europe own vast amounts of 
lad ad aethe most importat patrons 
of the arts T he power of the C hurch i n 
the Dak Medieval 
world ca not be 
undastated. The lords 
of the C hurch ae very 
wealthy ad very 
influential. Th^ tell 
people what to belie/e 
ad bribe ad cajole 
them with the promise 
of eternal life An 
agered bishop ma/ 
"excommunicdtd' a 
unfortunate soul , cutting 
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I off a person from the Church and from 
I God's mercy, and only a priest ma/ absolve 
/ a person of her si ns 
/ Cainites who edst among the mortal 

I cl ergy have the greatest protecti on from 

I vampi re and mortal opponents but that 

I protecti on comes dt a pri ce By posi ng as 

f God's devout — though usually only 

| throuc^i I i p service — vampi res i n the 

cl ergy have the powe of the C hurch 
i behi nd then, the most i nf I uenti al 

l institution in the medie/al world. If an 

l opponent eve - gmwstoo strong, Cainites 

\ i n the C hurch can bri ng the mortal 

1 authority of God down upon them All the 

\ vampi res need do i s trump up the ri c^it 
I charges and provi de the ri ght "e/i dence " 

\ I roni cal I y, the C hurch al so provi des 

\ ddences for its cursed brethren through 
| the power of faith. M ortal dergymen are 


often unfaithful , but thee are some who 
are not, and their conviction can be 
enough to stave off an attacke who would 
hunt aCainitein hisvey abb^or 
monastey. All the Cainite brother need 
know is who of faith should be avoided 
among the di sci pi es 

T he danges of hi di ng among the d egy 
are immense though. At same point it 
must mean contact with True Faith. 

Cainite powe - must also bewidded subtly 
for fear of raising suspicion and avoiding 
charges of di abol i sm And the duti es of the 
elegy must befulfiled to a point that is 
convinangto other brethren; an obvious 
lack of conviction would be as dangeous 
to a vampi re as exposure to too much. 

Vampi red fai I ure to hi de the r exi stence 
propel y within the Church may 
ultimately lead to witch hunts 





GEOGRAPHY 

I n the Dark Medieval world, Europe is 
dominated by a small numbe' of poweful 
kingdoms The Holy Roman Empire isthe 
largest state in Europe and coves 
Germany, northen Italy and part of 
western France It is currently in the midst 
of a long ci vi I war foucfit between two rival 
Empeors Otto of Bruns/vick and Philip of 
Swabi a T he empi re actual I y compri ses 
dozens of smal I duchies the dukes owe 
al I egi ance to the empeor but often rul e 
the r lands as i ndependent monarchs and 
it i s the feuds between these rulers that so 
often di vi de the empi re 

The English kings (currently King 
Richard the Lionheert) rule lands in 
England, Wales northern France and 
(theoretically) Ireland. In 1199, Richard is 
killed in bdttleand i s succeeded by his 
vi a ous brothe J ohn. T he K i ngdom of 
France unde" Phi I i p 1 1 , perhaps the 
strongest s nc^e ki ngdom i n Europe and 
cetai nl y the best ad mi ni steed, i s e<pandi ng 
by adzing lands in northern France from 
England. Constantinople unde" the 
Empeor Alexi us 1 1 1 , controls an empi re 
induding modem-da/ T urke/ (disputed 
with the M oors), Sebi a and Greece 
O the - ki ngdoms rul e the fri nges of 
Europe i nd udi ng the ki ngdoms of 
H ungary, Poland, Jexisalem (actually based 
on Cyprus asjeusalam itsdf is in Moslem 
hands) and Scotl and; the Pri nd pal i ti es of 
Russia* and the "Empi rd' of Bulgaria 
N umeous smal I e ki ngdoms and 
pri nd pal i ties also edst, such asthepdty 
ki ngdoms of I bei a the four pri nd pal i ti es of 
I rdand, the ti ny states of Switzerland and 
the ki ngdom of Denmark. Europe also 
contai ns one I ast bul wark agai nst 
Christianity, the pagan kingdom of 
Lithuania and the lands surrounding it 
along the Baltic coast. 


t 
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Po'haps the most powerful pason i n 
Europe is the Pope The Pope controls his 
own private principality in central Italy, 
i nd udi ng the aty of Rome it9df, but more 
i mportantl y, he i s the head of the C hurch 
throucfiout Western Europe For while the 
earthly kingdoms are divided among 
warring monarchy all acknowledge the 
Pope as a higher spi ritual authority 
beneath whose jurisdiction all mortal 
ki ngdoms fal I . Some al so argue that as 
Christ's rqare9Entative on Earth, the Pope 
should have supreme authority on al I 
matte's, and d aim that all secular rulers 
should bow down in obedience to him 
T he year 1198 sees the dedth of the 
modaate Pope Celesti ne 1 1 1 , and his 
replacement by the shra/ud and 
doni neai ng I nnocent III. 


THE MODERN NIGHTS 

"Gothic- Punk" is perhaps the 
best way to descri be the 
physi cal nature of the modern 
World of Darkness The 
envi ronment i s a 
cl ashi ng mi xture of 
• styl es and i nf I uences 
■ and the tend on caused 
by the j uxtaposi ti on of 
ethnicities social classes and 
subcultures makes the world 
a vibrant, albet dangerous* place 
T he G othi c aspect descri bes the 
ambi ence of the Worl d of D arkness 
Buttressed buildings loom overhead, 
bedecked with dassical columns and 
gri mad ng gargoyl es Resi dents are dwarfed 
by the shea" scale of architecture lost amid 
the spi res that seam to grope toward 
H eaven i n an dTort to escape the physical 
worl d. T he ranks of the C hurch a/ue 1 1 , as 
mortals flock to any banna that off as 
them a hope of someth i ng beta i n the 
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haerfta. Like/vise cults flourish in the 
underg'ound, promising power and 
redempti on. T he i nsti tuti ons that control 
sodety are even more staid and 
conservative than the/ are in our world, 
for many i n powa prefer the evi I of the 
world the/ know to the chaos engendaed 
by change It is a divisive world of have 
and ha/a not, rich and poor, access and 
squalor. 

The Punk aspect is the lifestyle that 
many denizens of the World of Darkness 
have adopted. I n orda to give the r I i ves 
meani ng, the/ rebel , aashi ng themselves 
agai nst the aags of powa. Gangs prowl 
the streets and organi sed cri me breeds i n 
the underworld, reactions to the 
pointlessnessof living "by the book." 

M usi c i s I ouda, fasta, more vi ol ent or 
hypnotically monotonous and supported 
by masses who find salvation in its escape 
Speech iscoarsa, fashion isbolda, art is 
more shocki ng, and tahnology bri ngs it 
al I to evayone at the cl i ck of a button. 


T he worl d i s more corrupt, the peopl e 
are spi ritually bankrupt, and escapism 
often rqalaces hope 

As if this waen't fearful enough, the 
last fa/v years have seat a quiet but 
pavasive dread gri p the Ki ndred 
community. M any Kindred whispa of the 
J yhad, the etanal war or game sai d to 
consume the most and at vampi res This 
struggle has beat waged si nee the da/vn of 
ti me but many vampi res fear that, as one 
mi 1 1 enni um passes to the nact and the 
curse of undedth crows weaker, an 
apocalyptic atdgame is at hand. Signs and 
portaits many raorded in the prophetic 
Book of N od, troubl e vampi res of al I cl ans 
and I i neages a/ai those who profess not 
to believe Whispasin Sabbat covaisand 
Camarilla salons alike speak of turmoil in 
the East, of armies of clanless rabble of 
vampi res whose bl ood i s so thi n that the/ 
cannot Embrace of meetings with 
mystai ous el das whose vast powa betrays 
no discanible lineage of black aescent 
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moons and ful I moons red as bl ood. Al I , 
sa/ the bd i a/ers are omens that the Fi nal 
N i ghts are approachi ng and that the end 
of all thing is nigh. 

Some Kindred believe that a Reckoning 
is at hand, that the powers of H eaven are 
prepari ng at I ast to j udge the vampi res and 
what the/ ha/e made of the world. Others 
speak of the Winnowing, or Gehenna the 
night when the most and ant vampires will 
ri se to consume the r progeny, taki ng the r 
lessee cursed blood to sate the r own 
hunge. Fa/v admit to such supastitions 
but most fed a palpable tension in these 
nights E I de vampires play the r hands in 
onefdl 9woop, negating centuries- long 
schemes in a single mad flurry of action. 

T he war packs of the dread Sabbat hurl 
themsd ves at the fortresses of the r 
enemies for the/ fear the/ might not gat 
another opportunity. Cdls of Assam te 
cannibals formerly hdd in check by a 
gnat curse hunt other vampi res and 
ra/anously dri nk the r blood. Vampi res of 
uncetai n I i neage are hunted down and 
destroyed by paranoid dders who fear 
then as harbi nges of Gehenna Though 
patience is a special vi rtue among the 
immortals it is practiced less and less and 
the whole Ki ndred world tedtes on the 
vege of a great col I ecti ve frenzy. 

Thf Evolution of thf Sfcts 

Sects are gmups of vampi res and cl ans 
that supposedly share a common ideology. 
The/ are a modern contrivance but an 
i important one Sects as the/ are known i n 
these nic^nts fi rst surfaced afte the Great 
Anarch Revolt, a continent- wide upheaval 
whi ch took pi ace i n Europe duri ng the 
15th century. M any elders accept sect 
membershi p grudgi ngl y, deri di ng sects as 
“foolishness — the Blood is all thdt 
matte's " I n the nights bdbre the Great 
Anarch Revolt and the I nquisition, these 
dders clai m, there were no sects dt d I . 

O ther vampi res argue that this is ati 1 1 true 


— a vampire in asizablecity may go a 
decade or more without a/er sea ng 
another Ki ndred, so of what use is a sect? 

Regardless most vampires bdong to 
one sect or anotha - ; othas cl ai m 
i ndqaendance no prderance or that th^ 
are affi I i ated with tha r dan, not a sect. 
The sect known as the Camarilla is 
arguably the largest and most prevalent, 
though its rival the Sabbat has recently 
made consi derabl e i nroads agai nst i t and 
still opposes the Camarilla at a/ay turn. 
The secretive I nconnu, when it ma/ be 
reached for comment, mai ntai ns that it is 
not a sect, althouc^n it seams to be 
organised and manages to steer dear of the 
other sects O n the opposite side of the 
coi n, the anarchs make much show of 
prdtendi ng to be a sect, though the/ are 
the first to enlist Camarilla aid whan the 
Sabbat appears at a city's borders T hus 
the C amari 1 1 a consi da's the anarchs to be 
under its purvia/v. 



Thf Camarilla 

¥ The largest sect of vampires in 
&q stance the C amari 1 1 a concerns 
itself with the M asquerade 
thereby hopi ng to mai ntai n a 
pi ace for Kindred in themoden 
nicjnts TheCamarilla isan open 
society; it daimsall vampi res as 
mambas (whdthe the/ want to 
bdong or not), and any vampi re ma/ dai m 
mambeshi p, regardl ess of I i neage 
Accordi ng to the oftan-contradi ctory 
history of the Kindred, the Camarilla came 
to bedt the and of the Anarch Revolt, 
somdti me i n the 15th century. T he Ki ndred 
of Clan Vontrue loudly dai m to ha^e bean 
instrumental in the sect's formation, to 
which many Kindred owe tha r unlives 
With the enforcement of the M asqueade 
Ki ndred had a means of foi I i ng the 
I nquisition, a Church office s/uorn to the 
destruction of supe- natural eedtures 
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Thouc^n the Camarilla is the largest sect, 
j ust ove half of the 13 known vampi re 
dans activdy partidpatein itseffdrs The 
sect holds medti ngs attended by active 
d an£ rqoresentati ves; the95 gathei ngs are 
known as convocations It also calls 
peiodic ccndaves which are open to any 
and all mambas of the sect, to discuss 
mattes of imminent sect importance Only 
j uSti cars off i cas el acted by the I nn or C i rd e 
to attend to matters of theTraditions may 
call conda/es J usticars are dwa/s of great 
age and ri c^ntly feared; as such, the r 
i nterprdtdti ons of theT radi ti ons are heeded 
out of sdf- preservation. Coteiesof 
vampi res known as archcns attend the 
justicars meeting an archon is usually a 
portentous a/ant. 

Offidally, theCamarilla does not 
recogni sa the ©d stance of the Antedi I uvi ans 
or Caine It reasons that these vampi res if 
the/ a/e - exi sted at all, ha/e long since 
suffeed the Find Death, and these who 
d I ude to them are publ i dy dai ded. 


Thf Sabbat 

4 Rumoured to ha/e its 
origins in a media/d death 
cult, the Sabbat is greatly 
feared by Kindred who do not 
bdong to it. The sect is 
monstrous and violent and no 
I onger d i ngs to any trappi ngs 
of human philosophy or 
mordity. M ambers i nstead ra/d in thdr 
vampi ric unlives Someti mes rdared to as 
the Black H and, the Sabbat activdy seeks 
the overthrow of theTraditions the 
destructi on of the C amari 1 1 a and the 
subjugation of humankind. 

The Sabbat recruits whera/er it takes 
hold, spreading I ike a poisonous weed and 
tearing down the established institutions 
around it. Unlike theCamarilla the Sabbat 
recogni ses the exi stance of the 
Antediluvians though it rabidly opposes 
than. Accordi ng to Sabbdt propaganda the 
Antedi I uvi ans pul I the stri ngs of the anti re 
world, and it is this mdignant control th^ 
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oppose The/ sae the Camarilla as pawns of 
theAncients and oppose its memba's 
politically as wd I as physically. Most 
Sabbat express bi I i ous contempt for the 
vampi res of the Camari 1 1 a, whom the/ see 
as cowardly wrdtchs unable to accqat the r 
predatory natures 

O utsi ders know I ittle about the Sabbat's 
inner workings Some Camari I la Kindred 
even doubt its existence bdie/ing it to be 
a rumour created by el ders to keep 
troublesome chi I der in line — an undead 
booge/man. Lurid tales about the sect 
spread I ike wildfire including cl aims that 
its members indulge in cease! ess diableie 
worshi p demons hunt and ki 1 1 other 
vampi res and possess the abi I ity to break 
blood bonds The only consistent rumour 
attri buted to the Sabbat is its member^ 
apparent I ove of f i re — the sect has a 
fearsome reputation for leading burning 
wakes behind it. 

The Inconnu 

The I nconnu are not a sect so much as 
the/ are a di sparate group of I i ke-mi nded 
vampires No longer wishing to be the 
puppets of those older than the/ and ti red 
of the i ncessant manoeuvri ng of those 
younger than the/, the I nconnu seem to 
have dropped out of thejyhad altogether. 

T hi s i s what di sti ngui shes an I nconnu 
vampi re from those of other sects — the 
I nconnu di stance themselves from other 
vampi res and thei r contempti ble 
machinations 

The I nconnu are rumoured (as no one 
ever real ly goes locki ng for thorn) to be of 
geat age and potency. M any reportedly 
spend much time in torpor or otherwise 
sleepi ng, the better to avoid thej yhad. 
Some Ki ndred I i ken the I nconnu to the 
Antedi I uvi ans cl ai mi ng that the/ have 
grown away from the world and i nto a 
timeless inhuman mindset. Other 
Ki ndred bel i e/e that the I nconnu al I 


pursue or have attained Golconda a fabled 
state of vampi ric transcendence 

Kindred who deal with the I nconnu 
typically leave the encounte - with a sense 
of profound mystey and awe Althoucb 
the I nconnu seem to be i nformal and 
loosely organised, the/ communi cate vey 
well among themedves Inconnu know 
when to a/oid Kindred, when to hide from 
them and when to unleash their significant 
power to turn vampi res away. Their 
agenda if th^/ even ha/e one is unknown. 

Anarchs 

Anarchs are vampi res who rej ect the 
Traditions of Cai ne and the dictates of the 
side's who enforce them. Ironically, aide's 
grudgi ngly rfford anarchs same decree of 
status due to the anarchd abi I ity to obtai n 
power in spite of the elders opposition. 
Anarchs are also respected for thei r passion 
and drive which fe/v elder Kindred, mired 
as the/ are i n the r age and di ssati sfacti on, 
can muster. Ultimately, however, most 
Kindred see anarchs as jackals scavenging 
thei r uni ives from what si i ps throuch the 
elderd fingers Although arguably 
members of the C amari 1 1 a, the anarchs are 
vocal i n the r desi re to see Ki ndred affai rs 
change from the status quo. 

Gehenna — The Cnd is Near 

Central to Kindred myth is the idea of 
Gehenna The Kindred believe that this 
approach i ng apocalypse bears down eve* 
more each nic^nt upon the world. When 
Gehenna arrives the Antedi I uvi ans shall 
arise and make a wasteland of the world, 
consuming Kindred and mortal alike in 
the cul mi nati on of thei r horrendous J yhad. 

Although fe/v Camarilla Kindred would 
admit it, many vampi res see the world on 
a downward plummet and belie/ethdt 
Gehenna will occur soon — perhaps e/en 
within the next fe/v years Frantically 
pi eci ng together the si gns from whdte/er 
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Cainite histories and mythological 
fragments they can compi I e the K i ndred 
seek to learn the true nature of Gehenna 
and possibly avert it. Elder vampires know, 
howe/er, of the i mpl acabl e wi 1 1 s of the 
Antediluvians Should the/ 90 will it, 
Gehenna shal I come and overwhe! m the 
world, destroying evey mortal and 
vampi rein atideof blood and fire 

Even so, the Ki ndred attempt to foi I or 
aid thej yhad as the/ see the r roles 
comi ng to cri ti cal cul mi nati on. T he 
millennial tension that pi agues the planet 
is cetai nly a precursor to the comi ng 
apocalypse and the Fi nal N ights are upon 
us Unless... 

As the fear of Gehenna gi ps the 
Kindred community, more and more 
Gehenna cults form. These goups, which 
resembl e secret saci eti es or cl i ques are 
most common among the C amari 1 1 a, 
though some Gehenna cults pervade the 
Sabbat and even the i ndqoendent dans 
Due to the stigma of belonging to a 
Gehenna cult, cult business is always 
conducted i n secret, and the cults are 
off i ci al I y del ded as fool i sh rumour. I n 
recent nights* though, the/ have 
proliferated, and certain vampi res of great 
power and i nf I uence 9acretl y bel ong to 
Gehenna cults 

The State of the World 

M uch has come to pas recently i n the 
World of Darkness and many Kindred are 
convi need that the Fi nal N i ghts have 
arrived. N umerous events portend the 
movement of the Antedi I uvi ans the worl d 
has undergone significant changes as have 
the Ki ndred themselves 

Varyi ng accounts of Antedi I uvi ans 
most unreliably accredited, have become 
common, and it would seem that as the 
world spirals toward its presumed 
destruction, some subtlety has been lost in 
thej yhad. Whether these si glnti ng are 


actual or not, the/ reveal an unsettl i ng 
paranoia and a 9en9e of urgency previously 
unknown. Stories of encounters with a 
being who cl aims to be Caine are also 
circulating I ike never before Whereas it 
was once fashi onabl e to mock such 
prqaosteous conversation, many Kindred 
wonde - if there may be some I egi ti macy to 
the matter. 

The Sabbat has recently increased its 
activity, actively vying for powe in 
Chicago, Atlanta Washington, DC, and 
othe elde- control led cities Animalistic 
and monstrous the 9act has s/varmed I i ke 
locusts ove the East Coast and southen 
bordes of the U ni ted States I ts i nfl uence 
in Canada has also increased, and it 
appears as if the Sabbat is real isi ng a gand 
enfi lade surroundi ng the U nited States 
and cutti ng off al I access except that whi ch 
it grants Many Kindred on route to 
Europe from the U nited States or vice 
vesa have been destroyed or disappeared 
altogether as the Sabbat exerts i ts i nfl uence 
whee it can: at the bordes 

It would seem thdt the West Coast is 
relatively free of Sabbat presence but this 
i s true only because an i nfl ux of exoti c 
vampi rs from Asi a has taken root. T he 
anarch hoi di ngs of C al i forni a have become 
battlegrounds and the proud anarchs have 
even begged the Camari I Ids I nne Circle 
for aid in turning back the Asian peil. 

The Ki ndred of the East have made 
significant advances into the United Stats 
from the West Coast, and their presence 
may soon shift the balance of powe 
among the C hi I dren of C ai ne 

The Camarilla as a whole seems less 
and I ess domi nant, i ts i nf I uence eodi ng by 
the night. Years ago, it seemed as if the 
sect virtually owned North Ameica As 
millennial hysteiariss more and more 
si i ps throucb the eve-ti ghteni ng gri p of 
the sect, I eavi ng i ts membes consi stentl y 
losi ng gound. I ndeed, one of its geatest 
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members* the mighty justi car known as 
Pdtrodon, was struck down and destroyed 
in Chicago by parties unknown. 

The Sabbat has suffered its own losses* 
howevo", and ma/ hardly be said to have 
the upper hand. Recently, all theTremee 
of the Sabbat wee destroyed i n a g'eat 
conflacj-dtion in Medco City. Add to this 
the fact that the Sabbat M al kavi ans have 
communi cated the r teri bl e madness to 
their Camarilla and anarch brethren, and 
the Sabbat no longe has the edge it once 
did. Both sides suffe from i ncursions of 
independent Kindred, particularly the 
Assamites* who pursue their murdeous 
ways ana/v. Even the formely carefree 
Ravnos have begun to act with create 
purpose and malevolence and some elders 
wonde if, in dismissing the Deceives* 
the/ have ignored fangs long poised at 
the r throats 


Thus the World of Darkness decays 
and crumbles more each night. With less 
and I ess to be sure of and many more 
omi nous portents becomi ng pi ai nl y vi si bl e 
many Kindred wonde what the 
immediate future holds and it seems that 
i mmortal ity not mean much if the 

end of the world is nigh. 

THE CLANS 

T he fol I owi ng pages i ntroduce the 
charactei sties of each of the 13 great dans 
of K i ndred. At the top of each page i s the r 
outlook duri ng the Long N icfit, or Dark 
Ages the bottom of each page presents 
them as the/ appear in the modem niejnts 
Some of the Ki ndred have remai ned vey 
stad and static si nee a most a millennia 
ago, whi I e othes have changed radically.... 
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T he C rusaders brought back many tal es from 
the H oly Land, some of whi ch concened ^*#*5 *1^ 

a band of fanatical killers The 
word the Europeans coi ned for j(\ 

these si I ent murdees was ® 

k assassi n. T he Cai nites howeve, 
a ready kne/v of a si mi I ar but 
L ‘ ‘ far more dangeous threat from 
K'- Araby — the di abl ei sts of C I an 


Assami te T he vampi res of the 
West had encountered the 
\ V'. Assamites long before the 
KN ’ Crusaders Some sa/ that the 

v conquerors who set out for the 

eomple — we'e pawns 'lJ 
of theca nites who 

feared the Assami tes Rumours as de the Assami tes 
are dreaded for good reason — the/ seek to bdtter . 
themsd ves through the practi ce of di abl eri e . I 

T he Assami tes are feared assassi ns from lands far to * 

the east. No otho - dan has earned such a deserved ^BP 
reputati on for di abl eri e though the/ a so sd I the r £ 

murderous servi ces to other K i ndred, acti ng as jB 

contract ki 1 1 ers Some K i ndred bel i eve that the 
Assamites act at the behest of ol der powe's* ^ 

perhaps prqnari ng to pi ay thei r part i n the 
J yhad's f i nd moves 
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T he Bruj ah are the ul ti mate schol ar-warri ors, al ways 
striving toward perfection of mind and body. The 
el da's of the cl an can recall the Golden Age 
and speak wistfully of lost Carthage 
Unfortunately, no wound stings worse 
than a dream denied. The death of 
Carthage seems to have only i ncreased 
their rancor, and the other dan£ 
refusal to move beyond the 
status quo leaves a bitter taste 
i n the r mouths So th^ f i ght. 

T h^ f i c^it the Ventrue for 
destroyi ng Carthage they fic^nt 
the Lasambra for encourag ng the 

status quo, they f i ght the T remae 
for slaying Saulot — the list 
I seems dtenal . T he Bruj ah are 

, , nothi ng if not loves of a cause 

I n the moden nights the Bruj ah are peceived as 
little more than spoiled childe who have no sense of 
pri de or hi story. O ne of the mai nstays of the G rest 
Anarch Revolt, the Bruj ah wee barely brought 
to heel by the foundes of the C amari 1 1 a, and 
the dan as a whole sti 1 1 resents the eldes 
Although technically mernbes of the 
C amari 1 1 a, the Bruj ah are the sect's f i rebrands 
and agitators testing theTraditions and 

rebel I i ng i n the name of 
whatever causes they 
hold dear. Many Bruj ah 
are outright anarchs 
ddyi ng authority and 
servi ng no pri nee 






CAppADOCIANS 





Known among Cainitesfor mi 1 1 onni a as the "Cl an 
of Death," the Cappadod ans are dnunned even by 
the r brethren for the r macabre i nterests Sti 1 1 , 
the seerdti ve nature of the d an has caused as 
many people to fear them as respect them. In 
vampiric sad dry, Cappadod ans often fill the 
rd e of advi sor to pri nces T hey are reqaected 
for ther insiefit and wisdom and I argdy trusted 
due to the r lack of i nteest i n earthly power 
The dan has recently Embraced a small cabal of 
necromances i n orde - to f urthe - the r studi es 




Reviled perhaps more than any other 
single clan of Kindred, the Giovanni dan is a 
fami ly of fi nanci ers and necromancers 
T raffi cki ng i n the commodity of saul s has gi ven 
this dan a disproportionate amount of power, 
whi I e trdTi cki ng i n worl d f i nance has made the 
dan rich. Soon afte' 
becomi ng a vampi re the 
Giovanni clan leader 
destroyed hi s si re 
reinventing the dan in his 
own image 


t t 
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Fblkxuers o P Set 


Few vampi res would willing 

g'ant hospital ity to a Fol Iowa - 01 

Sdt, and for good reason. The 
\ ^ Wv Suites, 56 the/ cal I therBdves 
esJ/ ™ are savants of darkness and 
& corrupti on i ncamdte T he d an's 

I full ul ti mate goal i s to corrode the 

r* dthics a/va/ from humanity ar k- 

Cai ni tes al i ke creati ng a surfd t 
of si a*ss for thensdves and the r 
dark maste - . Legends name Sdt as the dan's 
founder. Some say O s ri s bani died Sdt, while 
otha's d ai m H orus ddeated hi m I n any 
e^ont. Set s/\/oreto reestablish 
y“ - i hi s rul e but thi s ti me from the 
darkness And in his 









footpri nts wal ked hi s chi I do - . 

O ri g nal ly hai I i ng from Egypt, the 93'pe~iti ne 
Sdtites are said to worshi p the undead vampi re- 
de ty Sdt, 9avi ng hi m i n al I the r dTorts The 
Setites 93371 intent on "corrupting' othes 
ensla/ing victims in mares of the r own 
\ weakness but for whdt i nscrutabl e purpose 
\ none can guess O the" K i ndred de^ni se the 
\ Fol I owes of Sdt, and the dan d aims no 
\ allies I ne/itably, sin and ddDasernent follow 
in the Sdtited wake and 
many Kindred rdijseto 
allow thenn in ther aties 
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Gangrel 


Through the forest nights wander the I ondy, nomadic 
Gang'd. Uni ike ther brethren. Gang'd spurn the 
trappi ngs of ci vi I i sati on, preferri ng to roam 

S p wilds in solitude TheGangrd 

is a dan only in the loosest . til , 

seise its members tend to be 

i ndifferent to the protocols 

vampire Indeed, Gang'd • 

tend to be more 

comfortabl e wi th the creatures of the 

wi Ids than with the mortal sth^ were or «■ „ * ■ 

the vampi res the/ he/e become v , i 

T he ni c^nt- prowl i ng G angrd are feral 
vampi res and possess di sturbi ng \ 

ani mal i sti c tendenci es and 
features Rardy string in 
one place Gang'd are 
nomadic wandeers satisfied only when 
■ 1 ' t r . * runni ng al one under the ni ght sky. D i stant, al oof 

i i 

■ ^ and savage Gangrd are often tragic individuals 

lb '' S " althoucfi many hate the cities crowds and 
1 ( 6, ( constrictions the presence of hostile 

> ' wero/volves presents most 

(tv Gang'd from easting 

■yA. outside ther 

confines 
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Elegant yd: predatory, the Lasombra honestly thi nk of 


thereel ves as the apo< of C ai ni te 
edstence Firm belia/esin Divine 
Ric^nt and the rule of the supanor, 
the/ ha/e I ittle pdti ence thoucjn 
often much pity, for those Cai nites who 
are throuc^n no fault of their own, 
i nfei or. T he Lasombra charade" i s a 
curi ous mi x of nobl esss obi i ge and 
healthy contempt. The/ activdy sadc 
pov\AEr who'e^o' it rna/ be found, from 
the hal I s of the d oi sters to the corri dors of 
palaces yd the/ do not seek the titles and 
c^ory thd comes along with 
rule Most Lasombra prde" 
the rol e of ki ngmaka" to the 
title of king 

T he Lasambra are 
wastes of darkness and 
shadow M any Ki ndred see 
the Voitrue and 
Lasombra as twi sted 
reflections of each other. The Lasambra 
ha/e al I but turned the r backs on the r 
forme" nobility; the chaos of Kindred 
history and the formation of the Sabbd 
ha/e caused most of them to shun the r 
origi ns N ow, the Lasombra g ve 

themsd ves whol ly ovo" to the 
damnation of bang 
vampires 






T 




Clan Malka/ian seams to be the most incoherent 
bl oodl i ne of vampi res T he gentl y del uded and 
si a/eri ng psychoti cs are found i n equal 
numbers and the/ are but a taste of the 
I? divesity characterising this dan. If not for 
the common trait of insanity, th^ would 
scarcely seam a clan at all . But the other 
dans ha/e no choice but to acknowledge 
them. M al ka/ian orades have been part of 
vampi ric courts for generations and even the 
WO Lasombra and haucfity Ventrue if the/ seek 
i nformati on, wi 1 1 sup with the M al ka/i ans — 
with a long spoon. Every member of Clan 
Malkavian isdflicted with madness and all are 
slaves to their ddnilitating lunacy. The Malkavian 
dan founder is 
rumoured to 
ha/e bean one of 
the most i mportant 
vampi res of old, but in committing 
some gria/ous crime Caine cursed him 
and his descendants with i nsanity. 

Throughout Cainite history, 

M al ka/i ans have bean al temdtel y 
feared for their bizarre behaviour 
and sought out for thei r even 
more bi zarre i nsi c^nt. 
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Rauna) 


T ramps and thieves* the Ravnos are scattered I i ke v 

chaff on the wind throuc^nout Europe Evey country 
hosts a fe/v, but whee they can be 
found vari es from ni cfnt to ni ght 
and whi m to whi m. M any travel 
ty .1 with bands of rovi ng ti nkers or $ 

» ■>'. othe undesirables It is rare for more 

. " than one or two to be found i n the same 
a***.. place at the same ti me for the/ are sol itary jf 

f ■. Cainites and prefer audiences and marks to 
V. j i company. \ 

D escendents of the Gypsy Roma and thei r ? 

. forebears i n I ndi a, the Ravnos vampi res I ead nomadi c 
unlives The Ravnos are 
11 . also known for the r 
* yv abi I ity to create amazi ng 

i ill usions the bette with r 

/ which to trick the r 

marks Many vampires ^ 

persecute the Ravnos $/ v=^ 

becauseofthe 

chaos that IV 

f ol I ows these \ \ S j— f 

Kindred. The Ravnos return the V\ II 

scorn of the r pees manyfold, V V f 

hoi di ng othe vampi res in v’nX / 

contenpt. N ote T he Ravnos C I an \A v ^ / 

does not appear i n Vampi re L / "" 

T he M asqueade 1/ 

Redemption. V 
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TOREADOR 





From the r beg nni ng, the 
T oroador have al ways bean 
da/otees of beauty i n al I its ^ 

forms Beauty means so much 
more to than, for the/ demote 
the anti rdty of the r vampi ri c 
senses to it, imrraang 
>■ thered ves i n the aesthdti c. 

T hey consi da thensd ves the 
presen/es and guardians of the e<quisite 
the beares of the fl ame of i nspi rdti on. Of 
p al I the d ans theT oreador are the ones 

who appred dte most the 
accompl i shmants of the human 


Prodi gal s of the K i ndred. 
Clan Toreador 
i ndulges i n e<cess 
and degeneasy, al I 
whiledaiming to | b 9, 
mai ntai n patronage of the arts To a g'eat " ■ 
degree thi s patronage i s true as the d an 
d aims many talented artists musdans ■" 

writes poets and otha gfted eedtors On 
theotha hand, the dan possess 
just as many "poseurs” those 
who fancy t hared ves g'eat 
aesthetes but I ack the abi I i ty to 
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Onceacabal of mortal 

• 'nidus theT remere became W , 

®v\V °^ ssec * with the search for 

itrrnortality to permit them * '■ A ” 

„ P^) j time enough to perfect their ' 

creft for etanity. Thar dtorts r eV g £ ■ 
proved fruitful; although it 
took the deaths of an d da C ai ni te 
and many of the r apprenti ces the cabal n ' f n V ' :■ 

achia/ed etanal life — or so they j 

claimed was vampirism iWWaU prpi ^^ . . 
No dan is so 

i! shrouded in ddibedte I 

All mystayasthe j 

^ TremaeThe BFw 

inventors and 
practitioners of 
tarible blood 

tfSB F magics the 

SpK secrdti ve T ranee ha/ 

a ti glntl y knit political structure 
■9^^^ based on the acquisition of powe. Some 

Kindred d aim that the 
T ranee are not truly 
vampi rs at al I , but rathe 
mortal wizards who cur^d 
thannsd vs for eten i ty whi I e 
studyi ng the seaet of 
immortality. 


n ! 
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Striding from battlefield to battlefield and throne room to throne 
room, the Ventrue are the kni ghts and ki ngs of 
the C ai ni te chessboard. T he rs are the 
conquests the wars and the Crusades 
the/ rul e from the manor 



hou9ssandthe 

if fe^Tglf 

throne rooms % 

M any we"e ^ 


conquerors in life ^ 


and have ydt to 





shake the habit i n 
death, while others 
achie/ed success as 

'f 

merchants or 


IX mone/lenders All 

tri umphed, 
however, and as a 
reward, were taken 
into Clan Ventrue 

T tiee are no fai I ures among the Ventrue only successes | 

and the fondly remembeed dead. 

T he nomi nal I cade's of the C amari 1 1 a, the Ventrue 
clai m to have created and supported the organisation of the sect 
si nee its inception. Ventrue Kindred actively involve themselves in 
the J yhad, i n whi ch the/ exerci se the r formi dabl e i nf I uence over 
the doi ngs of the ki ne As rel uctant ari stocracy of the 
Kindred, the Ventrue atone for their damnation by 
enford ng theTraditions and the M asquerade 
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The first of our rind was Cainf. 

Cainf, who had slain his brother and 
was CAST FROM HUMANRIND. 

Cainf, who was cursed with eternal 

UNLIFE AND WITH 
TERRIBLE LUST FOR BLOOD. 

Caine who wandered in the wastes and 

BECAME LONELY. 

The father who cursed his children to 

JOIN HIM IN 

Eternal night. 

Thirteen clans 

INHERITED THE EARTH AND MADE WAR UpON 
EACH OTHER. 

m 

When you are a vampire, the 

HUNGER is all 

CONSUMING. 


Promises of Redemption are not 
enough... 


YOU NEED MORE... 
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